CANADA  $3,?^ 


NOVEMBER  1984       VOLUME  3,  NUMBER  7 


-J'j    -i.'- 


%dveii 
>iiiiiiv 
Uventur 


.  ' J^JfO-'-N.. 


74470"12728" 


'A  LIVING  TAPESTRY 


f* 


%^.^/ 


i*ib 

r^ 

^^^^^^^^^^H       "^HSISI 

■)^^'ur 


\       ! 


"TTme  M/orW  o/  Ultima  HI  can  only  be  compared  to  a  living  tapestry  —  complex 
and  beautiful .  .  .  This  is  the  best  fantasy  game  in  computing.  Indeed,  it  is  one 
of  the  best  fantasy  worlds  in  which  to  live.  Lord  British  is  a  veritable  JRR  Tolkien 
of  the  keyboard. "  —  Popular  Mechanics 

"(I  xodus:  Ultima  III,  with  a  superior  plot  to  match  its  superior  gaming  system,  is 
a  great  game.  It  upgrades  the  market;  in  several  ways  it  sets  new  standards  for 
fantasy  gaming  state  of  the  art. "  —  Softline 

"0  xodus:  Ultima  III  is  Lord  British's  magnum  opus  —  so  far.  It's  fun  and  exciting 
to  play  and  constantly  intriguing.  And  the  ending  is  marvelously  unexpected 
and  not  a  bit  disappointing  —  except  that  it  is  the  ending,  and  as  with  a  good  book, 
you'll  probably  wish  there  were  more."  —  Softalk 


Available  on:  Apple,  Atari,  Com64,  IBM 


WOR/G/A/ 

ffSVSrens  inc.     1545  OSGOOD  ST.,  Itl    north  ANDOVER,  ma  01845 

(617)  681-0609 
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CP/M  and  MS-DOS  Compatibility  For  All 

Atari  Computers 


■■//'/ 


"A  fine  CP/M  machine  .  .  .  the  ATR8000  closes  the  gap  that  has  separaieJ  Aiuri 
oumen  frnm  the  rest  nf  the  software  market. " 

—Byte  Magazine 


CP/M  compatability  for  your  Atari  —  only  from  SWP. 

Now  you  can  run  CP/M  programs  on  your  Atari  400,  800,  1200  and  XL  series 
computers. 

The  ATR8000  from  SWP  Microcomputer  Products  is  a  4MH2,  1 6k  RAM  com- 
plete Atari  inteiface.  When  you  add  the  optional  64k  RAM,  the  ATR8000  will 
run  CP/M! 


The  ATR8000  features: 

•  64k  RAM 

•  RS-232  port  wirh  software  to  run  a 

serial 

printer  or  modem.                     | 

•  The  ability  to  run  up  to  four  5  1/4' 

or  8 

"  drives 

of  any  mixture, 

type  and  density  (MY-DOS  is  optinna 

and  is  used  io 

r  double  density 

Atari  operations). 

•  Double  density  CP/M  2.2. 

•  80  column  wide  display  with  40  col 

jmn  moveable 

window.  Or  an 

optional  80  column  software  (AUTOTERM-80)  prof^ram  that  can  be            | 

used  with  a  black  &.  "white  TV  or  monitor. 

When  you  order  yt)ur  ATR8000,  you'll  nor  only  receive  the  hardware  and  soft- 
ware you  need,  hut  also  an  easy  to  read  owner's  manual  and  CP/M  supplement 
that  will  take  you  into  the  exciting  world  of  CP/M. 


/MICROCO/VIPUTER  PRODUCTS,  INC. 


2500  E.  Randol  Mill  Rd.,  Suite  125,  Arlington,  TX  76011 


Add  MS-DOS  compatibility  too! 

An  Atari  that  runs  MS-DOS,  IBM-PC  software? 

By  adding  CO-POWER-88,  our  own  8088  co-procesor  to  your  ATR8000,  you 
can  also  run  most  of  the  popular  MS-DOS,  IBM-PC  software. 

The  CO-POWER-88  is  a  16  bit,  5.33  MHz,  8088  co-processor  with  128k  or 
256k  RAM.  It  comes  complete  with  MS-DOS  and  RAM  disk  software.  CP/M-86 
is  available  as  an  option. 

More  than  just  a  co-processor,  its  RAM  can  also  be  used  as  a  high  speed 
simulated  disk  drive  for  CP/M. 

Installation  is  simple.  Your  CO-POWER-88  comes  with  the  Z-80  adaptor  board 
and  main  processor  board.  You'll  also  receive  a  complete  owner's  manual  and 

easy-to-follow  instructions. 

CP/M  and  MS-DOS,  IBM-PC  compatibility  for  your  Atari  can  now  be  yours. 

Contact  your  local  SWP  dealer  or  order  direct  by  mail.   Better  yet,  tor  fastest 
delivery,  use  your  credit  card  and  shop  by  phone. 


Credit  Card  Orders  Save  Time! 

Call  817-469-1181  or  817-861-0421  And  Order  Now 

Or  Mail  Coupon  to:  SWP,  2500  E.  Randol  Mill  Rd.,  Suite  125,  Arlington,  TX  7601  1 

Please  ship  the  following: 

D  16k  ATR8000  Atari  Incerface@$4 50.00  +  $10.00  shipping. 

D  64k  ATRSOOO  w/CP/M@$599,')5  +  $10.00  shipping. 

□  128k  CO-POWER-88  with  MS-DOS@$400,00  +  $10.00  shipping.* 

G  256k  CO-POWER-88  WITH  MS-DOS@$500.00  +  shipping.* 

D  CP/M  86  (16-bit  Disk  Operating  Svsrem)@$70.00  +  $5.00  shipping. 

D  MY-DOS  (Atari-like  Disk  Operating  Svstem)®$29.95  +  $2.00  shipping. 

D  AUTTOTERM-eO  (80  column  display  for  CP/M  or  MS-DOS)@$29.95  +  $2.00  shipping. 

*  Miisr  he  us^-d  with  64k  ATR8000. 

Specify  Atari  mixlel  computer  yi.ii  own; 

Configurations:  (check  one)  5  1/4"  drive or  8"  drive  

D  I  want  to  learn  more  about  the  ATR8000  and  CO-POWER-88.  Enclosed  is  $1.00  (cash  only)  for  more 
literature,  including  a  comprehensive  listing  of  MS-DOS  and  CP/M-86  software  that  runs  on  the  CO-POWER-8 
Method  of  payment: 

n  Personal  Cht-ck  enclosed  (must  clear  hank  before  shipping) 
D  Certified  Check  or  Money  Order  enclosed. 
LJ  Charge  the  fi>llowing  credit  card: 
n  Master  Card        D  Visa 

Credit  Card  0 

Master  Card  Bank  i Exp.  Date 

Suhn.ial: +  Shipping +  Sales  Tax  (Texas  Residents  add  5%) = 

Total  Enclosed:  

Name  ^ 

Address 

City State  Zip 

Phone  (h)  ( ) - (wt  ( ) 


©  1984.  SWP  Microcomputer  Products,  Inc.          Trademarks:  CO-POWER-SB  and  ATR8000.  SWP  Microcom- 
puter    Products,     Inc.,     IBM-PC.     International     Business  Machmes;    Z80,    Zilog;    MS-DOS.    Microsoft,    inc.; 
CP/M  and  CP/M-86,  Digital  Research.  Inc.;  Atari,  Atari,  Inc.  
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Where  will  It 
all  lead? 


Land,  sea  and  air  combat  in  the  Persian  Gulf 


Despite  their  on-going  war  with  Iraq,  Iran 
began  openly  criticizing  the  Soviet  presence  in 
Afghanistan  and  the  continuing  war  against 
their  Islamic  brethren.  In  addition  to  these 
verbal  assaults,  they  openly  supplied  arnns  to 
the  Afghan  guerillas  and  allowed  units  to  train 
in  Iran,  as  well  as  establish  bases  for  raids 
across  the  border. 
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The  USSR  began  to  republish  the  1921 
Treaty  of  Friendship  agreement  between  them- 
selves and  Iran,  especially  noting  Articles  5 
and  6,  which  gave  the  USSR  the  right  to  in- 
tervene should  a  third  party  intrude  militarily  in 
Iran  or  use  Iranian  territory  as  a  base  for 
attac[<s  on  Soviet  territory.  On  6  June,  1985,  the 
Soviet  Union  invoked  the  1921  treaty,  rolling 
across  the  border  to  terminate  Iranian  inter- 
ference in  Afghanistan. 

Perhaps  the  world's  most  critical  flashpoint, 
the  PersianGulf  is  an  area  fraught  with  ideological, 
economic,  political  and  military  animosities,  where 
every  flare-up  carries  the  threat  of  global  repercus- 
sions and  potential  for  a  superpower  confrontation. 


Based  upon  the  popular  boardgame.  Gulf 
Strike  allows  you  to  examine  every  aspect  of  this 
complex  region.  Complete  air,  land  and  sea  orders 
of  battle  for  more  than  a  dozen  nations  al  low  you  to 
fight  each  conflict  to  its  unpredictable  and  often 
startling  conclusion. 

■  AIR  MISSIONS:  Dozens  of  differentiated  air- 
craft types  perform  combat,  transport,  EWDA 
and  ferry  missions. 

■  NAVAL  OPERATIONS:  Carriers,  submarines 
and  surface  combatants  slug  it  out  with 
missiles,  gunnery  and  aircraft. 

■  LAND  OFFENSIVE:  Units  in  assault  formations 
take  on  enemies  dug  in  for  defense,  as  supply, 
engineer,  air  defense  and  artillery  units  wage  a 
battle  of  desperate,  often  devastating  support. 

■  EXTENSIVE  UNIT  DIFFERENTIATION:  Divi- 
sions, regiments,  brigades  and  battalions  of 
armor,  mech,  engineers,  artillery,  air  defense, 
special  forces  and  other  types;  naval  units, 
from  nuclear  carriers  (complete  with  all  air- 
craft) to  hovercraft;  air  units,  distinguished  by 
type,  all  fully  and  authentically  characterized. 

For  one  or  two  players;  playing  time  from  1  to  5 
hours.  Complexity  Level:  7  (on  a  scale  of  1  [easy]  to 
10  [hard]). 

Gulf  Strike  is  ready  to  run  on  your  Atari®  Home 
Computersystem,  with  48K  memory,  onediskdrive 
and  one  joystick  controller.  Available  for  $30.00  at 
leading  computer  and  hobby  stores  everywhere,  or 
call  toll  free:  1  (800)  638-9292  for  more  information. 
Ask  for  operator  G. 

*  Trademark  of  Atari  Inc. 
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THE  ANTICS  OF 
SLYVESTER  BIFFPROP 

This  amounts  to  a  fan  letter  for  J.  D. 
Casten.  Escape  from  Epsilon  and  Risky 
Rescue  are  exceptionally  challenging!  One 
of  the  difficulties  with  Escape  is  the  game 
only  utilizes  the  right  and  left  positions 
of  the  joystick.  If  a  diagonal  is  accidentally 
selected,  Slyvester  Biffdrop  stops  running 
and  usually  dies.  A  little  change  will  keep 
him  running  if  the  joystick  is  pushed  into 
the  diagonal  positions.  Look  at  line  120 
in  the  program.  Replace  the  first  part  of 
the  line,  which  reads  IF  ST=  247  with  IF 
ST>244  AND  ST<248.  (The  rest  of  the 
line  continues  unchanged. 

Similary,  change  line  125  from  IF  ST= 
251  to  read  IF  ST>248  AND  ST<252  (con- 
tinue with  the  rest  of  line). 

Frank  Walters 
Panama  City,  FL 

SHOPPER'S  FRIEND 

Just  a  word  or  two  about  your  magazine. 
I've  subscribed  for  over  a  year,  ever  since 
I  purchased  my  Atari.  Without  your  help 
I  would  not  have  been  able  to  put  together 
the  economical  system  that  I  have  in  my 
home,  including  the  Atari  800,  Gemini 
lOX,  Ape-face,  and  the  Indus  disk  drive. 
Your  reviews  have  allowed  me  to  obtain 
the  best  buys  on  the  market  in  hardware 
and  software.  In  my  area  of  Middle 
Georgia,  there  are  no  computer  dealers 
where  a  hands-on  test  of  products  is  pos- 
sible, so  it's  vital  that  there  is  a  reliable 
mag:izine  such  as  Antic  to  give  the  low 
down  on  the  latest  software  and  hardware. 
Keep  up  the  good  work,  and  thank  you. 
Pete  Miller 
Warner  Robins,  GA 

MAGNETIC  ANTIC 

Why  don't  you  have  your  public  domain 
software  available  on  disk/cassette? 
Tony  Gray 
Toronto,  Canada 
We  do!  We  have  14  disks  and  four  cas- 
sette selections  available,  covering  games, 
utilities,  graphics  and  music.  Also,  each 
issue  of  Antic  is  now  available  pre- 
packaged ivith  a  disk.  For  details,  see  the 
Antic  Software  Library  page  in  this  issue. 
—ANTIC  ED 


DATA  ABOUT  DATA  FILES 

I've  received  a  great  deal  of  help  from 
Antic  with  database  programming.  Now 
I'd  like  to  use  random-access  data  files  with 
Microsoft  BASIC,  but  I'm  having  trouble 
finding  information, 

Jerry  Steinberg 
Brooklyn,  NY 

Atari  Microsoft  BASIC  uses  a  NOTE  com- 
mand for  random  access,  the  function  of 
which  is  identical  to  that  of  the  Atari 
BASIC'S  NOTE.  However,  MSB  uses  PRINT 
AT  instead  of  POINT.  See  the  MSB 
manual's  discussion  of  NOTE  and  AT, 
and  Jerry  White's  article  "Update  Disks 
With  NOTE  and  POINT,"  (Antic,  April 
1984).  You'll  have  to  revise  Jerry's  pro- 
gram somewhat  to  be  compatible  with 
MSB.  —ANTIC  ED 

GRAPHICS  9  DEMO 

Greetings  from  Berlin!  This  short  program 
is  a  demonstration  of  the  Atari  Graphics 

9  mode. 

10  GRftPHICS  9:SETC0L0R  4,1 
, 0 :5=10 

20  FOR  ftS=55  TO  0  STEP  -S : 

FOR  B=0  TO  24:C=B 

30  IF  B>11  THEN  C=24-B:C=C 

+  3 

40  Z=ftS+B 

50  D  =  INT t5DR CB»t24-B3 J  5/2: 

COLOR  15-C 

60  PLOT  Z,ftS+7-D 

70  DRAUTO  Z.  flS  +  7  +  D  :  COLOR  C 

80  DRAUTO  B. 188-fiS+3 : NEKT 

B:NEKT  fiS 

90  GOTO  90 

Oliver  Baczkowski 
Fed.  Rep.  of  Germany 

PRINTER  PERPLEXITIES 

I  have  an  Okidata  Mlcroline  82-A  printer 
with  an  Atari  800. 1  am  unable  to  print  in- 
verse characters  or  dump  graphics  and 
charts  to  the  printer  I  was  told  by  the 
former  Okidata  dealer  that  I  had  the 
wrong  computer  and  "Welcome  to  the 
computer  world."  Is  there  ;iny  help  for  me, 
or  do  I  need  different  equipment? 
B.E.  Kilgore 
Santa  Cruz,  CA 
Most  dot-matrix  printers  require  special 
software,  such  as  Lister-Plus,  Megafont, 
or  PrintWiz  to  print  hard  copy  of  the 
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Atari  inverse  and  special  characters  be- 
cause Atari  provides  more  characters 
than  other  computers,  not  because  you 
have  the  wrong  computer 

According  to  Okidata,  their  Microline 
82-A,  as  sold,  does  not  come  with  the 
necessary  graphics  equipment  for  a 
special  character  or  screen  dump.  For 
S49,  however,  you  can  purchase  the  Oki- 
graph  1  from  Okidata.  This  is  a  set  of 
chips  which,  when  plugged  into  your 
printer,  will  allow  it  to  handle  dot- 
addressable  graphics.  We  ivere  warned, 
hoivever,  that  in  the  82-A,  unlike  the 
Gemini  lOX  or  Epson  FX-80,  the  Least 
Significant  Bit  fires  the  top  pin  on  the 
Okidata,  whereas  the  Most  Significant  Bit 
does  the  same  on  the  Gemini  and  Epson. 
Also,  the  printer  codes  are  different,  so 
you  might  want  to  contact  the  makers  of 
the  software  mentioned  above  and  hear 
what  they  have  to  say.  — ANTIC  ED 

CASSETTE  AUTO  BOOT 

I  have  an  answer  to  Eddie  Leach's  problem 
in  the  September  1984  issue  of  Antic, 
"Cassette  Auto  Boot?"  He  needed  a  fully 
automatic  boot  capability  for  his  48K  Atari 
400  for  an  alarm  system  he  was  building. 
Add  these  two  lines  to  your  program, 
and  use  a  GOTO  32750  to  boot  your 
cassette. 

32750  RESTORE  32768 : CLR 
32755  DIM  KSC403:POKE  764, 
32: FOR  K=l  TO  19 : READ  Y : KS 

CK.Kl =CHRS tVJ : MEKT     K : K=USR 

CADR tK5J  3 

3276B  DftTA  162,253,154,169 

,183, 72, 169, 84, 72, 169, 4, 32 

, 182.187, 169, 255, 76,  4,  187 

Brian  Kummer 
Cincinnati,  OH 

DOS  AND  ATARIWRITER 

Here's  a  discovery  for  readers  that  have  a 
disk  drive  with  OSS  DOS  XL  2.2  or  2.3 
and  use  Atariwriter  I've  found  that  you 
cannot  use  this  DOS  with  this  word  pro- 
cessor. To  fix  this  incompability  problem, 
delete  the  file  called  STARTUP.EXC. 
Brant  Sears 
Sapulpa,  OK 


A  BASIC  DIRECTORY 


ACTION! 


I  have  used  my  Atari  for  four  years  and  I've 
devised  a  simple  way  to  get  the  directory 
from  the  disk  in  BASIC.  Go  to  DOS  and 
type 

C  [RETURN] 

E : , D : DIR    ERETURN3 

DIM  NStl53:CL0SE  t»5  :  OPEN  « 
5,  6,  O,  "D  :».»■■:  FOR  1  =  1  TO  5 
4:INPUT  «5,MS:?  NS : HEKT  I: 
CLOSE  »5    [RETURN] 

[CTRL]  13] 

Then,  in  BASIC,  type 
ENTER  "D:DIR" 

This  will  also  generate  an  Error  136,  which 

can  be  ignored,  and  will  give  you  the 

directory. 

I'm  sure  a  lot  of  your  readers  will  like 

this  very  short  but  useful  utility. 

Kenny  Ksajikian 
Van  Nuys,  CA 

BLINKING  CURSORS 

In  the  August  I/O  Board  we  printed  a  re- 
quest for  a  blinking  cursor  routine  ("Grab 
Bag").  Our  thanks  to  everyone  who  con- 
tributed to  the  subsequent  torrent  of  letters 
and  routines.  AU  but  one  of  these  manip- 
ulated address  755  which  caused  the  cur- 
sor and  all  inverse  characters  to  blink.  The 
remaining  program  blinked  only  the  cur- 
sor, but  required  several  keystrokes  before 
the  bUnking  began.  Please  see  Jerry  White's 
"Create  your  own  cursor"  in  this  issue  for 
a  useful  blinking  cursor. 

Another  request  sought  a  cursor  re- 
defined as  an  ATASCII  number  Below  is 
Alan  Budelier's  solution.  — ANTIC  ED 

8  ftSCII  =  42:REM  ASCII  CHftHfl 
CTER      ■»«' 

10  DfiTfi  165,187,248,3,76,9 
8, 228, 165, 84, 281, 24, 288, 3, 
76, 98, 228, 165, 88, 24. 185, 12 
8, 197, 93, 248, 3, 76, 98. 220 
28  DATA  168.8.165.286-145, 
94, 76. 98, 228 

38     FOR     1=1536     TO     1572:READ 
a: POKE     I,A:NEKT     I : POKE     54 
286.8:P0KE     548.B:POKE     549. 
6:P0KE     54286.64 
48     IF     ASCIK32     THEN     ASCII  = 
A5CII*64 :GOTO     68 
58     IF     ASCIK96     AND     ASCII>  = 
32     THEN     ASCII=ASCII-32 
68     POKE     206. ASCII 


I've  been  programming  with  Action!  for 
a  few  months  now  and  wrote  the  follow- 
ing demonstration  program,  which  shows 
the  speed  of  the  Action!  language.  This 
routine  puts  three  thick  bars  on  the  screen. 
They  will  rotate  upward  in  128  unbroken 
colors  while  the  background  colors  move 
down. 

Try  running  this  in  a  dark  room  for  best 
results.  This  might  be  just  the  thing  to 
show  the  kid  down  the  street  with  his 
brand  new  Apple  lie.  But  don't  forget  to 
remind  him  that  his  jaw  is  on  the  floor. 


PROC     prel^ty  t3 

DEFINE     key; 

CftRD     sc 

BVTE     wsync  = 

uertc  n 

c  o 1 orO 

colon 

counte 

UPC  o 1 o 

downc  o 

Graph  i  c  5  C23 

poke  C764 , 25 

5C  =peel<C  C88 

SetBl ock  CSC 

5etB 1 oc  k  CSC 

ScHBlock  CSC 

DO 

FOR  counter 
DO 

upcol or- 

downc  o 1 o 

DO 

wsync 
color 
color 
UPC  o  1 
downc 
UNTIL 
OD 
OD 
chgcolor  =  -<^ 
UNTIL  key 
OD 
RETURN 


■peek  C764J  <255' 


5D40B, 
DBlfl, 
D018, 
c  hgc  ol or , 

I  ,   1  OOP  > 


S»4B , 4  0»2  0, 2553 
7»40, 4e»2B, 2553 
8»20, 2553 


1     to     9 


chgc  ol or 
r-c  hgc  o 1  or 


0-downc  o 1  or 
l  =  upc  o 1  or 
or--  *■! 
o 1 or-= -1 
uertcntasBO 


Brian  Abbot 
Coos  Bay,  OR 

HANDICAPPED  PROGRAMMERS 


I'd  appreciate  any  keyboard  reprogram- 
ming  suggestions  to  make  it  easier  for  one- 
handed  persons  to  use  the  Atari  800  and 
800XL.  Specifically  we'd  like  to  simplify 
commands  where  two  keys  must  be  de- 
pressed at  the  same  time — such  as  CON- 
TROL and  cursor  keys. 

A.B.  Fox,  Jr.,  Principal 
Bad  Kissingen 
D.O.D.  School 
continued  on  next  page 
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COMPUTER  BRAINWASHING? 

This  short  program,  called  "brainwash," 
contains  eight  FOR/NEXT  loops. 

5  D=580:Q=100 :E=10:P=1O8:H 
=  5 

6  FOR  S=0  TO  15 

10  GRAPHXCS  18:P0SITI0M  7, 
3:?  «6; "PROJECT": POSITION 
6.6:?  «6; "BRAINMASH" 

11  D=D-l: D=0+1B0:D=D-0:E=E 
-l:P=P-15 :R=R-1 

20  FOR  Z2Z=0  TO  D : NEKT  ZZZ 
:F0R  ft=0  TO  E:P0KE  710, RND 
t05Jt255:POKE     711  .  RND  COJ  »25 

5:  POKE     712,  RND  tOJ  •♦255 

30  SOUND  0, 10, 10,8: FOR  B=0 
TO  P+5:MEKT  B : SOUND  0,55, 

10,12:F0B  B=8  TO  P+5:NEKT 

B:NEKT  A 

33  FOR  C=0     TO  R 

35  GHftPHICS  23:C0L0R  RND CO 

3»3:PLOT  0,0:DRAMTO  156,0: 

DRAUTO  156,94:DRnUT0  0,94: 

DRAUTO  0,O:DRftUTO  156,94 

40  DRAUTO  156,0:DRAUTO  0,9 

4 

45  FOR  Z22=0  TO  D : NEKT  ZZZ 
:NEKT  C 

50  NEKT  S 

100  SOUND  0,O,0,O:GRAPHICS 
18: POSITION  7,5:?  U6;"UH0 

A!  ■" 

110  FOR  G=0  TO  1000: NEKT  G 

Chris  Bluethman 
Perry,  OK 

FOR  SIMPLICITY'S  SAKE 

I  enjoyed  Mr.  Wilcox's  article  on  Boolean 
logic  (August  1984).  The  article  suggests 
a  problem  that  has  bothered  me  for  some 
time. 

1  have  programmed  computers  and 
taught  computing  for  over  20  years.  I've 
noticed  that  too  many  programmers  use 
their  programs  to  satisfy  the  needs  of  their 
own  egos  and  not  the  needs  of  the  people 
that  are  intended  to  use  the  programs. 
They  use  their  programs  as  a  means  of 
showing  their  skills  of  inventiveness  in- 
stead of  thorough  thoughtfulness.  Gener- 
ally, the  job  does  not  get  done  in  the 
simplest  method. 

Referring  to  the  example  near  the  end 
of  "Logic  According  to  Boole,"  Mr  Wilcox 
indicated  that  "the  resulting  code  is  more 
difficult  to  debug."  He  did  not  mention, 
however,  that  the  enhanced  code  took  33 
more  bytes  than  the  "IF  .  .  .  THEN"  ver- 


sion nor  that  it  took  16  jiffies  (one  jiffy 
is  about  one  sixtieth  of  a  second)  to  cycle 
through  the  six  conditions  as  opposed  to 
seven  jiffies  for  the  simpler,  more  under- 
standable method. 

As  hobbyists  or  programmers,  we  must 
remember  that  in  the  long  run  the  sim- 
plest prograinming  methods  will  have  the 
most  staying  power. 

Gene  Barton 
Chatsworth,  CA 

BEST  WISHES 

How  delighted  we,  of  ROM  Magazine, 
were  to  meet  you  and  your  staff.  It  was 
most  kind  of  you  to  take  the  time  from 
your  obviously  hectic  C.E.S.  schedule  to 
stop  at  the  ROM  booth. 

Bob  and  Peter  hold  the  publication  of 
Antic  insuch  high  esteem  and  believe  me, 
your  visit  to  ROM's  booth  was  the  high- 
light of  their  C.E.S.  trip. 

Mrs.  T.G.  Cockroft 
General  Manager, 
ROM  Magazine 
Maple  Ridge,  Canada 
Thanks  for  the  visit  and  the  kind  ivords. 
Best  wishes  from  the  Antic  Staff. 

—ANTIC  ED 

COUNTING  ON 
BANK  STREET  WRITER 

I  am  a  freelance  writer  using  an  Atari  800 
and  Bank  Street  Writer  (Broderbund). 
How  can  I  get  a  program  to  count  words 
accurately?  How  much  will  it  cost? 
Cheryl  Kennedy 
North  Little  Rock,  AR 
As  far  as  we  know,  there  is  no  commer- 
cial word-count  program  for  Bank  Street 
Writer.  However,  we  wrote  a  short,  fairly 
accurate  BASIC  program  to  do  this,  and 
it  won't  cost  you  a  cent.  Replace  SAMPLE 
in  line  10  with  the  name  of  your  text  file. 

10  OPEN  #1,4,0,"D:SAMPLE" 

20   TRAP  100 

30  GET  #1,B 

40  IF  BO 32  and  BO  142  THEN  30 

50  GET  #1,B:IE  B=32  OR  B  =  155 

THEN  50 
60  COUNT=  COUNT  +  1 
70  GOTO  30 
100  PRINT  "  Word  Count  =  '■;COUNT 

—ANTIC  ED 


WHAT  PRINTER? 


I  am  planning  to  buy  a  printer,  but  have 
not  found  one  that  is  XL  compatible  and 
usable  with  Atariwriter  It  has  to  be  trac- 
tor feed,  letter  quality  and  relatively  sturdy. 
Any  ideas? 

M.  Claudio 
Queens,  NY 
Watch  for  our  upcotning  printer  issue. 
There  will  find  all  of  your  questions 
about  printers,  compatibility,  buffers  and 
screen  dump  programs  answered. 

—ANTIC  ED 


PEN  PALS 


I  would  like  to  thank  you  for  the  Inter- 
national Issue  in  March.  After  reading  your 
magazine  I  wrote  to  Emanuel  Sellner  of 
Austria  featured  in  that  last  issue.  Now  he 
and  I  are  pen-pals.  Now  we've  traded  lots 
of  games  with  each  other  I  hope  all 
readers  can  get  to  know  each  other 
Hubert  Horn 
San  Francisco,  CA 

BLIND  PROGRAMMER 

After  reading  "Listening  for  Error  Mes- 
sages" in  the  I/O  Board  (Antic,  August 
1984),  I  decided  to  tr>'  to  answer  the  re- 
quest of  a  nameless  programmer  who  is 
without  sight.  I  admire  the  courage  re- 
quired to  attempt  using  a  computer  with- 
out the  aid  of  eyesight. 

I've  written  a  machine  language  routine 
that  produces  a  steady  beeping  sound  and 
monitors  two  key  locations  used  by  BASIC 
to  handle  errors— locations  166  and  185 
(decimal).  If  an  error  occurs,  the  beeping 
lowers  in  tone.  If  the  error  takes  place 
while  a  program  is  running,  the  tone  is 
raised  to  its  former  pitch  with  one  press 
of  the  combination  of  a  shift  key  and  the 
space  bar,  foUowed  by  [RETURN].  If  the 
error  occurs  in  the  immediate  mode,  how- 
ever, the  previous  combination  must  be 
entered  twice  to  restore  the  pitch. 
,  Fred  Deutsch 

Simi,  CA 
Thankyou,  Fred.  We've  passed  your  solu- 
tion on  to  the  person  who  requested  it. 

—ANTIC  ED 

continued  on  page  10 
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Help  Agent  U.S.A.stop  the  fuzz  plague. 
And  you  can  win  a  trip  to  Washington,  D.C. 

The  FuzzBomb  is  turning  millions  of  men,  women  and  children  into  mindless  fuzzbodies. 
And  Agent  U.S.A.  can't  stop  the  devious  plague  spreader  without  your  help. 

But  don't  accept  the  assignment  unless  you're  really 
prepared  to  stretch  your  mind.  Because  shaip  eyes  and 
quick  reflexes  aren't  enough  to  stop  the  Hizz  plague. 
You'll  have  to  outthink  and  outplan  the  FuzzBomb  as 
you  pursue  him  around  the  country  in  super-fast  rocket 
trains.  And  you'll  have  to  remember  state  capitals,  learn 
the  time  zones  and  figure  out  the  quickest  routes  across 
the  nation.  If  you  don't,  the  fuzzbodies  will  turn  you  into 
one  of  them. 

Become  one  of  the  few  super-agents  to  defeat  the 
FuzzBomb  and  you  may  win  a  trip  to  intelligence  head- 
quarters in  Washington,  D.C.  What's  more,  even  if  you 
never  catch  the  evil  one,  tell  us  what  you  like  about  the  game  and  you  can 
become  an  instant  winner  of  an  Agent  U.S.A.  knapsack  (see  package  for  contest  details). 

Agent  U.S.A.  needs  you  now.  So  sign  up  where  you  usually  buy  your  software.  Or  write  to 

Scholastic  Inc.,  Dept.  EW,  730  Broadway,  New  York, 

NY  10003. 

Do  it  before  the  fuzz  plague  comes  to  your 
neighborhood! 


^f  Scholastic 

The  Most  Trusted  Name  in  Learning 


Available  for  Apple.  Atari,  Commodore  and  IliM. 


help! 


RECALL  PROBLEMS 


If  you  typed  in  "Recall"  (Antic,  August 
1984,  page  12),  you're  probably  having 
trouble  getting  it  to  work.  In  order  for  the 
program  to  work  correctly,  the  variable 
QQ$  in  line  10000  must  be  the  first  vari- 
able entered  in  the  program.  Here's  how 
to  get  the  working  version: 

1.  ENTER  or  LOAD  the  version  of 
RECALL  that  you've  typed  in. 

2.  LIST  "D:RECALL.LST"  (Cassette 
users  LIST  "C:"  onto  another  cassette).  If 
you  already  have  a  LISTed  version,  you 
may  omit  this  step. 

3.  Type  NEW  [RETURN]. 

4.  Type  DIM  QQ8(1)  [RETURN]. 

5.  ENTER  "D: RECALL. LST"  (Cassette 
users  rewind  the  cassette  from  step  2  and 
ENTER  "C:"). 

6.  The  program  now  in  your  computer 
should  work  correctly.  SAVE  (don't  LIST) 


a  version  for  permanent  storage. 

If  you  haven't  already  typed  the  pro- 
gram in,  simply  type  DIM  QQ$(1) 
[RETURN] //rsf,  then  enter  the  program. 

SORRY,  WRONG  NUMBER 

There  was  a  typographic  error  in  the  Sep- 
tember 1984  Communications  Depart- 
ment article.  The  phone  number  for  Cassie 
Stahl's  bulletin  board  should  be  (408) 
289-9151. 
BUGS  IN  THE  CAVERNS 

Mr.  Ramos's  "Creepy  Caverns"  (Antic, 
August  1984)  is  a  very  imaginative  game 
and  he  should  be  congratulated.  I  did  run 
into  two  errors  in  the  listing  which  caused 
the  program  to  stop; 

1.  I  often  got  an  Error  3  at  LINE  4105 
when  shooting  arrows.  I  checked  the 
values  and  found  that  T  had  a  value  of  2. 


Since  LINE  10  set  the  maximum  values  of 
the  two-dimensional  array  M0(l,5)  and  T 
is  higher  than  1,  that  caused  the  error.  I 
changed  the  DIM  value  of  MO  in  LINE  10 
to  read  M0(P,5). 

2,  Receiving  an  Error  9  at  LINE  349 
caused  me  to  check  LINE  349,  where  I 
found  a  zero  instead  of  the  letter  O.  The 
error  no  longer  occurs  when  the  line  is 
changed  from  PEEK(l607 -i- YO)  to  PEEK 
1607 -hYO). 

Frank  Walters 
Panama  City,  PL 

SHORTCUTS 

There's  an  error  in  one  of  the  listings  for 
"Shortcuts  to  Success"  (Antic,  June  1984). 
In  Listing  2  on  page  89,  line  490  should 
read: 


490  CHACT 
REG 


$02F3     ;CHAR.  MODE 


October  Listing  Errors 

Missing  division  sisns  and  lines 


A  number  of  division  signs  [/]  were  left 
out  of  listings  in  the  October,  1984 
Antic,  due  to  typesetting  tele- 
communications problems.  (We  again 
began  setting  the  listings  on  an  in- 
house  dot  matrix  printer,  starting  in 
the  November  issue.)  On  the  October 
magazine  pages,  the  lines  show  an 
empty  space  where  the  missing  divi- 
sion sign  should  appear. 

Following  are  the  lines  where  divi- 
sion signs  are  missing.  We  reprint  here 
only  the  portions  of  the  lines  that  sur- 
round the  missing  [/]  characters. 


MOLE  ATTACK 

Page  53  —  line  20:  POKE  756,8/256 
Page  54  —  line  1060:  T=  18-L/2 
Page  55  —  lines  1090  &  1110: 


PEEK(20))/60) 

line  1140:  756,5/256 

line  1160: 

IF  AB/2<>INT(AB/2) 

linell70:AC  =  lTOAB/2 

line  1330:  756,5/256 

PLUS  MINUS 

Page  56  —  line  469: 

SOUND  0,40,10,N/4 
line  9020:  CHBA5E/256 

Page  57  —  line  10014:  ()*,./: 

BOUNCING  BALL 

Page  57  —  line  110:  INT(X/256) 

ANTIC  4/5 

ANIMATOR/EDITOR  (5  listings) 

Page  59  —  line  84:  A  N  T  I  C  4/5 
Page  63  —  In  an  unrelated  error,  the 


following  two  lines  were  left  out  of 
listing  3: 

2820  FORJ=lTO10:FORI  =  0TO8 
2822  K=U5R(COPY,48,F(10-Hl),AW) 

Page  66  —  "HYPNO.BA5"  line  210: 
ADDRES5/256) 
"HYPNO.BA5"  line  220: 
(BYTES/256) 
"DEMO"  line  10: 
ERA5E/PRINT 


DIVER 

Page  69  —  line  550 
line  630 
line  650 
line  670 


#6;"/" 

0)*20)/(SK-i-l 
*200)/(SK-f-l)) 
*15)/(SK4-1) 
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Atari  is  a  registered  trademark  of  Warner  Commit  nicalions,  Inc. 


THE  GREATEST 
ATARTGAME 
0FALLT1ME. 


Object:  Capture  more  programs  than 

from  any  other  source. 
Score:  The  best  prices  for  programs  win. 


Actually,  every  member  of 
iCompuClub  is  a  winner,  because 
^  no  one  pays  lower  pnces  for 
Atari®  programs  than  our  members. 

And  no  other  source  offers  as  many 
programs,  with  a  descriptive  catalog  cov- 
ering every  piece  of  software  we  offer! 
CompuClub  has  hundreds  of  Atari® 
programs:  games,  education  and  busi- 
ness. It's  an  astonishing  selection,  but  just 
as  incredible  are  our  prices  and  our 
catalog. 

Prices  always  at  least 
25%  below  retail 

Fact  is,  usually  our  prices  on  selected 
programs  are  even  lower  than  that.  And 
we're  always  running  sales  with  savings  of 
at  least  50%  from  the  list  price  on  some 
of  your  favorite  programs. 

And  there  are  several  ways  to  pay: 
MasterCard,  Visa,  or  the  ever  popular 
check  or  money  order 

Annotated  catalog, 
updated  every  45  days 

We  don't  like  to  knock  the  competi- 
tion, even  by  implication,  but  there  are 
defnite  advantages  to  a  CompuClub 
membership.  One  of  the  best  of  them  is 
our  catalog,  which  not  only  offers  an 
unbelievable  number  of  programs,  but 
includes  a  description  of  each  and  everv 
one  of  them. 


In  fact,  the  catalog  is  so  big  and  filed 
with  so  much  information  that  we  print  a 
separate  price  list.  And  we  keep  adding 
so  many  programs  that  we  have  to 
update  the  catalog  nine  times  a  year  dur- 
ing the  course  of  your  membership. 

Think  of  it!  No  more  wondehng  what's 
behind  the  fancy  label,  no  more  shooting 
in  the  dark  or  depending  on  the  word  of 
a  clerk  who  may  not  be  familiar  with  the 
program  you're  interested  in. 

Exclusivity  for  Atarf^  owners 

We're  not  trying  to  be  all  things  to  all 
people.  We  are  defnitely  the  best  thing 
since  the  floppy  disk  for  Atari®  owners, 
and  only  Atari®  owners.  CompuClub  is 
very  exclusive. 

Our  catalog  is  thick  with  hundreds  of 
Atari®  programs,  and  only  Atari®  pro- 
grams.  No  more  fumbling  your  way 
through  thickets  of  strange  symbols  and 
codes  for  the  different  computers  every- 
body else's  catalogs  try  to  cover 

The  rules 

The  rules  are  simple.  To  play  the 
CompuClub  "game,"  you've  got  to  be  a 


member  Anyone  conjoin,  as  long  as  they 
fork  over  a  mere  five  bucks,  and  agree  to 
buy  three  programs  during  the  year  of 
membership.  Order  and  buy  your  pro- 
grams at  any  time  during  the  year,  but 
we're  sure  with  our  selection  and  prices 
that  you'll  want  to  get  going  right  away 

Five  dollars  buys  you  a  one-year  mem- 
bership, exclusive  Atari®  program  offer- 
ings, a  fully  annotated  catalog  with  9 
updates  during  the  year,  a  current  price 
list  (and  any  necessary  updates),  a  sub- 
scription to  our  newsletter,  and  dis- 
counted prices  at  all  times,  including 
announcements  ofourpehodic  sales, 
which  feature  savings  of  50%  off  and 
more. 

You  conjoin  by  filing  out  the  coupon 
below,  or  get  an  instant  membership  by 
calling  our  toll-free  number  and  giving  us 
your  MasterCard  or  Visa  identifying  num- 
ber We'll  forward  your  registration  and 
sales  order  materials,  your  catalog  and 
pace  list,  so  you  can  begin  ordering  hght 
away 

That's  all  there  is  to  it 

If  you  think  you  play  a  good  game, 
you've  got  to  join  CompuClub.  It's  easy  to 
play  and  it  saves  you  money 

We  think  it's  the  best  Atari®  game 
going,  because  with  us,  everybody  wins. 


CompuClub 


YES 


CompuClub,  PO  Box  652,  Natick  MA  01760     ATTN:  Dept.  AT 

I  want  to  play  the  greatest  Atari®  game  of  all.  Please  enroll  me  in  CompuClub  for  one  year,  and  rush  my 


9  registration  material,  catalog  and  price  list  to  me.  I  agree  to  buy  any  three  programs  during  the 
course  of  my  year  of  membership.  I  have  enclosed  my  payment  of  $5,  or  authorization  to  bill  my  charge  card  account. 

Please  make  your  check  payable  to  CompuClub 

Payment  enclosed  D  check      U  money  order. 

Bill  my  D  MasterCard     □  Visa  ID  # . 


Expires— 


Signature 


City 


Zip 
-DiskD     TapeD 


If  you  are  not  satisfied  in  any  way  with  the  conditions  of  your  membership,  you  may  cancel  before 
ordering  any  programs  from  CompuClub.  Your  membership  fee  of  $5  will  be  cheerfully  refunded. 


To  join  by  phone,  call  toll-free. 


800-631'3111 


Please  have  your  MasterCard  or  Visa  card 
ready  when  you  call.  In  Massachusetts,  call 
I  -61 7-879-5232.  We  will  forward  your 
membership  materials  after  confirming 
authorization  for  your  charge. 
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Excerpt  from  Atari  Roots  -  a  terrific  new  bool< 


Start  programming  immediately  in 
machine  language!  Turn  on  your  Atari 
computer  and  type  in  this  program. 
Then  RUN  it,  type  a  few  words,  and 
you'll  see  something  very  interesting 
on  your  computer  screen. 


10  REM**"D:HEADSUP.BAS"** 
20  REM**A  AAACHINE  LANGUAGE 

PROGRAM** 
30  REM**THAT  YOU  CAN  RUN** 
40  REM**STANDING  ON  YOUR 

HEAD** 
50  REM 

60  GRAPHICS  0:PRINT 
100  POKE  775,4 
110  OPEN  *1,4,0;'K;" 
120GET*1,K 
130  PRINT  CHR$(K); 
140  GOTO  120 


by  MARK  ANDREWS 


7^hts  article  is  an  excerpt  from  Atari 
Roots  —  A  Guide  to  Atari  Assembly 
Language.  Written  hy  Mark  Andrews 
ana  published  by  Datamost  ($14. 95), 
this  new  paperback  book  is  an  excel- 
lent introduction  to  Assembly  lan- 
guage programming  for  Atari  com- 
puterists. 


This  is,  of  course,  a  BASIC  program. 
Line  60  clears  your  computer  screen 
with  a  GRAPHICS  0  command.  Line 
110  opens  the  Atari  keyboard  as  an  in- 
put device.  Then,  in  lines  120  through 
140,  there  is  a  loop  that  prints  typed- 
in  characters  on  your  screen.  But  the 
most  important  line  in  this  program, 
the  line  that  makes  it  do  what  it's  sup- 
posed to  do,  is  line  100. 


The  active  ingredient  of  line  100, 
the  instruction  POKE  755,4  is  actually 
a  machine  language  instruction.  In 
fact,  all  POKE  commands  in  BASIC 
are  machine  language  instructions. 
When  you  use  a  POKE  command  in 
BASIC,  what  you're  actually  doing  is 
storing  a  number  in  a  specific 
memory  location  in  your  computer. 
And  when  you  store  a  number  in  a 
specific  memory  location  in  your 
computer,  what  you're  doing  is  using 
machine  language. 

UNDER  THE  HOOD 
OF  YOUR  ATARI 

Every  computer  has  three  main  parts: 
a  Central  Processing  Unit  (CPU), 
memory  (usually  divided  into  two 
blocks    called    Random    Access 

continued  on  page  14 
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Show  us  the  face  of  Max  the  Master  Robot 
And  you  may  win  your  own  talking  robot 

Team  up  with  a  friend  to  defeat  Max  and  his  robot  raiders  in  Bannercatch. 

Only  a  handful  of  people  have  ever  seen  the  face  of  the  robot  leader  Max.  Defeat  Max  and  his  demon 
robots  and  you'll  join  this  elite  group.  And  you  and  your 
teammate  can  win  two  walking,  talking  robots  you  can 
program  yourself 

You'll  battle  Max  and  his  robot  marauders  in  a  field 
bigger  than  any  you've  ever  seen.  Your  team  must  invade 
robot  territory  and  grab  their  flag  before  they  take  yours. 
But  be  careful;  Max  has  devised  a  fiendish  strategy  against 
you.  And,  of  course,  you  can't  expect  mercy  from  robots. 

To  make  things  even  touglier,  Max  has  taken  a  vow  not 
to  reveal  his  face  until  you  conquer  aU  his  robots.  Including 
Zweli  the  Invisible. 

You'll  need  to  learn  binary  numbers,  map  reading  and, 
above  all,  how  to  work  with  your  teammate  if  you  want  to 

win.  But  even  if  you  go  down  to  defeat,  you  may  win  two  tickets  to  your  favorite  local  sports  event. 
See  the  package  for  contest  details. 

You  can  pick  up  Bannercatch  where  you  buy  software.  Or  write  to  Scholastic  Inc.,  Dept.  EW, 

"    730  Broadway,  New  York,  NY  10003 . 

But  please  remember,  only  a  handful  of  people  have 
.gone  face-to-face  against  Max  and  survived. 


^9  Sch€}lastic 

The  Most  Trusted  Name  in  Learning 


\rciikiblc for  Apple,  Atari,  Coiiinioclorc  ciiid  IHM. 
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FIRST  LESSON  IN  ASSEMBLY  LANGUAGE 

continued  from  page  12 

Memory  (RAM)  and  Read  Only 
Memory  (ROM),  and  Input/Output 
(I/O)  devices. 

Your  Atari's  main  input  device  is  its 
keyboard.  Its  main  output  device  is 
its  video  monitor.  Other  I/O  devices 
that  an  Atari  computer  can  be  con- 
nected to  (or  interfaced  with)  include 
telephone  modems,  graphics  tablets, 
cassette  data  recorders,  and  disk 
drives.  In  a  microcomputer,  all  of  the 
functions  of  a  central  processing  unit 
are  contained  in  a  Microprocessor 
Unit  (or  MPU).  Your  Atari  computer's 
MPU,  as  well  as  its  CPU  {Central  Pro- 
cessing Unit),  is  a  circuit  using  Large 
Scale  Integration  (LSI)  called  a  6502 
microprocessor. 

THE  6502  FAMILY 

The  6502  microprocessor,  your  com- 
puter's command  center,  used  not 
only  in  Atari  computers,  but  also  in 
personal  computers  manufactured  by 
Apple,  Commodore,  and  Ohio  Scien- 
tific. That  means,  of  course,  that  6502 
assembly  language  can  also  be  used 
to  program  many  different  personal 
computers. 

THE  FOUNTAINS  OF  ROM 

Your  computer  has  two  kinds  of 
memory:  Random  Access  Memory 
(RAM)  and  Read  Only  Memory 
(ROM).  ROM  is  your  Atari's  long-term 
memory.  It  was  installed  in  your  com- 
puter at  the  factory,  and  it's  as  perma- 
nent as  your  keyboard.  Your  com- 
puter's ROM  is  permanently  etched 
into  a  certain  group  of  chips,  so  it 
never  gets  erased,  even  when  the 
power  is  turned  off.  For  most  home 
computer  owners,  that's  a  good  thing. 
Without  its  ROM,  your  Atari  wouldn't 
be  an  Atari,  In  fact,  it  wouldn't  be 
much  more  than  an  expensive,  high 
tech  doorstop. 

The  biggest  block  of  memory  in 
ROM  is  the  block  that  holds  your 
computer's  Operating  System,  or  OS. 


\bur  Atari's  Operating  System  is  what 
enables  it  to  do  all  of  those  wonder- 
ful things  that  Ataris  are  supposed  to 
do,  such  as  accepting  inputs  from  the 
keyboard,  displaying  characters  on 
the  screen,  and  so  on.  ROM  is  also 
what  enables  your  computer  to  com- 
municate with  peripherals  such  as 
disk  drives,  cassette  recorders,  and 
telephone  modems.  If  you  own  one 
of  Atari's  XL  series  of  computers,  your 
unit's  ROM  package  also  contains  a 
number  of  added  features,  such  as  a 
built-in  self-diagnostic  system,  a  built- 
in  foreign  language  character  set,  and 
built-in  BASIC. 

RAM  IS  FLEETING 

ROM,  as  you  can  imagine,  was  not 
built  in  a  day.  Your  Atari's  ROM 
package  is  the  result  of  a  lot  of  work 
by  a  lot  of  assembly  language  pro- 
grammers. RAM,  on  the  other  hand, 
can  be  written  by  anybody  —  even 
you.  RAM  is  your  computer's  main 
memory.  It  has  a  lot  more  memory 
ceUs  than  ROM  does,  but  RAM,  unlike 
ROM,  is  fleeting.  The  trouble  with 
RAM  is  that  it's  erasable,  or,  as  a  com- 
puter engineer  might  put  it,  volatile. 

When  you  turn  your  computer  on, 
the  block  or  memory  inside  it  that's 
reserved  for  RAM  is  as  empty  as  a 
blank  sheet  of  paper.  And  when  you 
turn  your  computer  off,  anything  you 
may  have  in  RAM  disappears.  That's 
why  most  computer  programs  have 
to  be  loaded  into  RAM  from  mass 
storage  devices  such  as  cassette  data 
recorders  and  disk  drives.  After  you've 
written  a  program,  you  have  to  store 
it  somewhere  so  it  won't  be  erased 
when  the  power  goes  off  and  erases 
your  RAM. 

Your  computer's  RAM,  or  main 
memory,  can  be  visualized  as  a  huge 
grid  made  up  of  thousands  of  com- 
partments, or  cells,  something  like 
tiers  upon  tiers  of  post  office  boxes 
along  a  wall.  Each  cell  in  this  vast 
memory  matrix  is  called  a  memory 
location,  and  each  memory  location, 


like  each  box  in  a  post  office,  has  an 
individual  and  unique  memory  ad- 
dress. The  analogy  between  com- 
puters and  post  office  boxes  doesn't 
end  there.  A  computer  program,  like 
an  expert  postal  worker  putting  mail 
in  post  offices  boxes,  can  get  to  any 
location  in  its  memory  about  as 
quickly  as  it  can  get  to  any  other.  In 
other  words,  it  can  access  any  loca- 
tion in  its  memory  at  random.  And 
that's  why  user-addressable  memory 
in  a  computer  is  known  as  random 
access  memor}>. 

ITS  "LETTERS"  ARE  NUMBERS 

Our  post  office  analogy  isn't  absolute- 
ly perfect,  however  A  post  office  box 
can  be  stuffed  full  of  letters,  but  each 
memory  location  in  a  computer's 
memory  can  hold  only  one  number. 
And  that  number  can  represent  only 
one  of  three  things-. 

1.  The  stored  number  itself. 

2.  A  code  representing  a  typed 
character. 

3.  A  machine  language  instruction. 

WHAT  NEXT? 

When  a  computer  goes  to  a  memory 
location  and  finds  a  number,  it  must 
be  told  what  to  do  with  the  number 
it  finds.  If  the  number  equates  to  just 
a  number,  then  the  computer  must  be 
told  why  the  number  is  there.  If  the 
number  is  a  code  representing  a  typed 
character,  then  the  computer  must  be 
told  how  the  character  is  to  be  used. 
And  if  the  number  is  to  be  interpreted 
as  a  machine  language  instruction,  the 
computer  must  be  told  that,  too. 

ITS  INSTRUCTIONS 
ARE  PROGRAMS 

The  instructions  that  computers  are 
given  so  that  they  can  find  and  inter- 
pret the  numbers  stored  in  their 
memories  are  called  computer  pro- 
grams. People  who  write  programs 
are,  of  course,  called  programmers. 
The  languages  that  programs  are  writ- 
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ten  in  are  called  programming 
languages.  Of  all  the  programming 
languages  assembly  language  is  the 
most  comprehensive. 

RUNNING  A  MACHINE 
LANGUAGE  PROGRAM 

When  your  computer  runs  a  program, 
the  first  thing  it  has  to  be  told  is  where 
the  program  has  been  stored  in  its 
memory.  Once  it  has  that  informa- 
tion, it  can  go  to  the  memory  address 
where  the  program  begins  and  take 
a  look  at  what's  there.  If  the  computer 
finds  an  instruction  that  it's  pro- 
grammed to  understand,  then  it  will 
carry  out  that  instruction.  The  com- 
puter will  then  move  on  to  the  next 
address  in  its  memory.  After  it  follows 
the  instruction  it  finds  there,  it  will 
move  on  to  the  next  address,  and  so 
on. 

The  computer  will  repeat  this  pro- 
cess of  carrying  out  an  instruction  and 
moving  on  to  the  next  one  until  it 
reaches  the  end  of  whatever  program 
has  been  stored  in  its  memory.  Then, 
unless  it  encounters  an  instruction  to 
return  to  an  address  within  the  pro- 
gram or  to  jump  to  a  new  address,  it 
will  simply  sit  there,  patiently  waiting 
to  receive  another  instruction. 

COMPUTER  LANGUAGES 

As  you  know,  programs  can  be  writ- 
ten in  dozens  of  computer  languages 
such  as  BASIC,  COBOL,  Pascal,  Logo, 
and  so  on.  Languages  like  these  are 
called  high  level  languages,  not 
because  they're  particularly  esoteric 
or  profound,  but  because  they're  writ- 
ten at  too  high  a  level  for  a  computer 
to  understand.  A  computer  can  actu- 
ally understand  only  one  language, 
machine  language,  which  is  written 
entirely  in  numbers.  So  before  a  com- 
puter can  run  a  program  written  in  a 
high  level  language,  the  program  must 
somehow  be  translated  into  machine 
language. 

Programs   written   in   high   level 
continued  on  next  page 
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languages  are  usually  translated  into 
machine  language  using  software  pac- 
kages called  interpreters  or  compilers. 
An  interpreter  is  a  piece  of  software 
that  can  convert  a  program  into 
machine  language  as  it  is  being 
written. 

A  compiler  converts  high  level  lan- 
guages into  machine  language  after 
they  are  written.  COBOL,  Pascal  and 
other  high  level  languages  are  usually 
translated  into  machine  language  with 
compilers. 

MACHINE  LANGUAGE 
ASSEMBLERS 

Interpreters  and  compilers  are  not 
used  in  writing  assembly  language 
programs.  Assembly  language  pro- 
grams are  almost  always  written  with 
the  aid  of  software  packages  called 
assemblers.  A  number  of  assemblers 
for  Atari  computers  are  available,  in- 
cluding OSS's  very  advanced  MAC/65. 
An  assembler  doesn't  work  like  an  in- 
terpreter, or  like  a  compiler  That's 
because  assembly  language  is  not  a 
high  level  language. 

One  could  say,  in  fact,  that  assem- 
bly language  is  not  really  a  program- 
ming language  at  all.  Actually,  assem- 
bly language  is  nothing  more  than  a 
notation  system  used  for  writing 
machine  language  programs  using 
alphabetical  symbols  that  human  pro- 
grammers can  understand. 

What  we're  trying  to  get  across  here 
is  the  fact  that  assembly  language  is 
totally  different  from  every  other  pro- 
gramming language.  When  a  high 
level  language  is  translated  into 
machine  language  by  an  interpreter  or 
a  compiler,  one  instruction  in  the 
original  programming  language  can 
easily  equate  to  dozens  —  sometimes 
even  hundreds  —  of  machine  lan- 
guage instructions.  When  you  write 
a  program  in  assembly  language,  how- 
ever, every  assembly  language  in- 
struction that  you  use  equates  to  just 
one  machine  language  instruction 
with  exactly  the  same  meaning.  In 


other  words,  there  is  an  exact  one- 
to-one  relationship  between  assem- 
bly  language   instructions   and 
machine  language  instructions. 
THE  PROGRAMMER'S  PLIGHT 

Ironically,  even  though  assembly  lan- 
guage programs  run  much  faster  than 
programs  written  in  high  level  lan- 
guages, they  require  many  more  in- 
structions and  take  much  longer  to 
write.  One  widely  quoted  estimate  is 
that  it  takes  an  expert  programmer 
about  ten  times  as  long  to  write  an 
assembly  language  program  than  it 
would  take  him  (or  her)  to  write  the 
same  program  in  a  high  level  language 
such  as  BASIC,  COBOL,  or  Pascal. 

On  the  other  hand,  assembly  lan- 
guage programs  run  10  to  1000  faster 
than  BASIC  programs,  and  can  do 
things  that  BASIC  programs  can't  do 
at  any  speed.  So  if  you  want  to  be- 
come an  expert  programmer,  you 
really  have  no  choice  but  to  learn 
assembly  language. 

HOW  MACHINE 
LANGUAGE  WORKS 

Machine  language,  like  every  other 
computer  language,  is  made  up  of  ot- 
structions.  As  we  have  pointed  out, 
however,  every  instruction  used  in 
machine  language  is  a  number  The 
numbers  that  computers  understand 
are  not  the  kind  that  we're  accus- 
tomed to  using.  Computers  think  in 
binary  numbers  —  numbers  that  are 
nothing  but  strings  of  ones  and  zeros. 
Here,  for  example,  is  part  of  an  actual 
computer  program  written  in  binary 
numbers  (the  kind  of  numbers  that  a 
computer  understands): 

00011000 

11011000 

10101001 

00000010 

01101001 

00000010 

10000101 

11001011" 

01100000 


It  doesn't  take  much  imagination  to 
see  that  you'd  be  in  for  quite  a  strug- 
gle if  you  had  to  write  long  programs, 
which  typically  contain  thousands  of 
instructions,  in  binary  style  machine 
language.  With  an  assembler,  how- 
ever, the  job  of  writing  a  machine 
language  program  is  considerably 
easier  Here,  for  example,  is  the  above 
program  as  it  would  appear  if  you 
wrote  it  in  assembly  language: 

CLC 

OLD 

IDA 

*02 

ADC 

*02 

STA 

$CB 

RTS 

You  may  not  understand  all  of  that, 
but  you'll  have  to  admit  that  it  at  least 
looks  more  comprehensible.  What 
this  program  does,  by  the  way,  is  add 
2  and  2.  Then  it  stores  the  result  of 
its  calculation  in  a  certain  memory 
location  in  your  computer  —  specifi- 
cally, memory  address  203. 

ASSEMBLY  LANGUAGE  AND 
BASIC  COMPARED 

Assembly  language  is  written  using 
three-letter  instructions  called 
mnemonics.  Some  mnemonics  are 
quite  similar  to  BASIC  instructions. 
One  assembly  language  instruction 
that's  much  like  a  BASIC  instruction 
is  RTS,  the  last  instruction  in  the  sam- 
ple routine  we  just  looked  at.  RTS 
(written  0110  0000  in  machine 
language)  means  "RdTurn  from  Sub- 
routine." It's  used  much  like  the 
RETURN  instructions  in  BASIC. 
There's  also  an  assembly  language 
mnemonic  that's  similar  to  BASIC'S 
GOSUB  instruction.  It's  written  3SR, 
and  means  to  "Jump  to  SuBroutine." 
Its  equivalent  in  binary  coded 
machine  language  is  0010  0000. 

continued  on  page  18 
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FINALLY,  ANTIC  FULL  STRENGTH! 


MAGAZINE + DISK 

NO  MORE  TYPING  Ions,  complex  listinss. 

Now  .  .  .  you  can  IMMEDIATELY  start  using  all  the 

great  programs  In  your  copy  of  Antic  every  month. 

New  ANTIC  DISK  SUBSCRIPTION:  12  issues  of  the 

best-selling  Atari  magazine— each  with  a  high-quality 

disk  containing  every  software  listing  in  the  issue 

READY  TO  RUN! 


>^. 


Save  $55!  Send  us  the  subscription 

card  with  your  payment  of  $99.95 

now— for  a  big  37%  discount  off  the 

$12.95  newstand  price.  For  convenient 

billing  to  your  Visa  or  Mastercard, 

just  phone  toll-free  800-227-1617 

t  (in  California  800-772-3545). 

M^Nfy-BACK  GUARANTEE:  YOU  CAN'T  LOSE! 

FULL  MEGABYTE  DISK 
LIBRARY  OF  ANTIC  SOFTWARE! 
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FIRST  LESSON  IN  ASSEMBLY  LANGUAGE 

continued  from  page  16 

Not  all  assembly  language  instruc- 
tions bear  such  a  close  resemblance 
to  BASIC  instructions,  however,  An 
assembly  language  instruction  never 
tells  a  computer  to  do  something  as 
complex  as  draw  a  line  or  print  a  letter 
on  a  screen,  for  example.  Instead, 
most  assembly  language  mnemonics 
instruct  computers  to  carry  out  very 
elementary  tasks  such  as  adding  two 
numbers,  comparing  two  pieces  of 
data,  or  (as  we  have  seen)  jumping  to 
a  subroutine.  That's  why  it  often  takes 
vast  numbers  of  assembly  language  in- 
structions to  equal  just  one  or  two 
words  in  a  high  level  language. 

SOURCE  CODE  AND 
OBJECT  CODE 

When  you  write  an  assembly  lan- 


guage program,  the  listing  that  you 
produce  is  called  source  code,  since 
it's  the  source  from  which  a  machine 
language  program  will  be  produced. 
Once  you've  written  an  assembly  lan- 
guage program  in  source  code,  you 
can  run  it  through  an  assembler  The 
assembler  will  then  convert  it  into  ob- 
ject code,  which  is  just  another  name 
for  a  machine  language  program  pro- 
duced by  an  assembler 

THE  SPEED  AND  EFFICIENCY 
OF  AAACHINE  LANGUAGE 

Since  assembly  language  instructions 
are  so  specific  (you  might  even  say 
primitive)  it  obviously  takes  lots  of 
them  to  make  up  a  complete  program; 
many,  many  more  instructions  than 
it  would  take  to  write  the  same  pro- 
gram in  a  high  level  language.  Ironical- 
ly, machine  language  programs  still 


take  up  less  memory  space  than  pro- 
grams written  in  high  level  languages 
do. 

That's  because  when  a  program 
written  in  a  high  level  language  is  in- 
terpreted or  compiled  into  machine 
language,  big  blocks  of  machine  code 
must  be  repeated  every  time  they  are 
used.  But  in  a  well-written  assembly 
language  program,  a  routine  that's 
used  over  and  over  can  be  written  just 
once,  and  then  addressed  as  many 
times  as  needed  with  JSR,  RTS,  and 
similar  commands.  Many  other  kinds 
of  techniques  can  also  be  used  to  con- 
serve memory  in  assembly  language 
programs. 

Mark  Andrews  writes  a  syndicated 
column  about  computers.  Atari  Roots 
is  his  nth  computer  book.  He  owns 
five  home  computer  systems  and  the 
Atari  is  his  favorite.  Q 
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Easy  user. 

Letter  Wizard  is  an  ideal  word  pro- 
cessing program  for  even  the  most  ser- 
ious wordsmitti  in  your  family.  It  boasts  a 
spelling  checker,  built-in  database  man- 
ager and  compatibility  with  all  popular 
printers,  Nice  tning  is,  commands  are  a 
whiz  to  learn  and  perfonn. 

Easy  writer. 

Compose  and  edit  right  on  the  screen. 
At  the  stroke  of  a  key,  you  can  move, 
delete,  insert,  search  and  replace  words 
and  paragraphs  like, .  .well, magic. 

Easy  speller. 

Letter  Wizard  includes  a  spelling  checker 
which  allows  easy  in-line  corrections  of  over 
33,000  words.  And  you  can  even  create 
custom  dictionaries  of  your  own  special  words. 
Have  we  got  you  under  our  spell  yet? 


Letter  Wizard'"  is  a  trademark  of  Datasofl.  Inc."  1984.  ©  1984  Datasoft,  Inc 


Easy  buyer, 

OK,  a  powerful  program  like  this  must  cost  a 
powerful  lot  of  money  right?  Stuff  and  non- 
sense. Even  though  Letter  Wizard  offers  more 
than  most,  it  costs  less  than  most.  And  that's 
no  voodoo. 

For  Commodore  64,  Apple  II  and  Atari  systems. 

Letter  WizaiTJ  With 
Spelling  Checker 

Datasoft,  Inc.,  19808  Nordhoff  Place, 
Chatsworth,  CA9B11  ■  (818)  701-5161 
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INTRODUCING  OKIIII4TE 10...  THE  FIRST 


The  printer  in  a  class  by  itself. 

It's  here!  The  new  OKIMATE  10  Per- 
sonal Color  Printer.  The  first  color 
printer  that  lets  you  show  off  and 
tell  all.  The  printer  that  lets  you 
print  all  the  information  you  can 
create  with  your  Atari®  or  Com- 
modore® computer  But  with  the  re- 
markable ability  to  create  original 
drawings  and  graphics  as  well,  in 
over  26  beautiful  colors. 

A  class  act!  The  OKIMATE  10  gives 
you  crisp,  clean  term  papers,  school 
reports  and  homework.  Word  processing 
capability  means  everything  you  do  can  be 
printed  letter  quality  in  minutes,  instead  of  typed 

in  hours.  OKIMATE  10 
color  gives  you  the  op- 
portunity to  print 
graphs,  charts  and 
pictures  from  pop- 
ular graphics  and 
drawing  pro- 
grams. OKIMATE 
lO's  brilliant  color 
means  you'll  shine, 
every  time. 


OKIMATE  10  feels  right  at  home. 
Anywhere. 

A  special  PLUG  'N  PRINT™  pack- 
jmj  age  lets  you  plug  your  new  OKIMATE 

^  10  into  your  Atari  or  Commodore 

computer.  And  print.  It's  that  easy. 
In  minutes  you'll  be  printing  every- 
thing from  souffle  recipes  to 
needlepoint  patterns.  Party  invita- 
tions to  kitchen  inventory.  Love  let- 
ters to  gardening  directions.  At  240 
remarkable  words  per  minute.  And  not 
just  in  black  and  white,  but  in  over  26 
brilliant  colors! 

Financial  statements  will  keep  you  tickled 
pink  for  very  little  green. 

If  you  use  your  personal  computer  to  keep 
track  of  mortgage  payments,  tuition  payments, 
balance  your  checkbook  or  jump  ahead  of  the 
Dow  lones',  there's  good  news  for  you.  You'll 
find  that  the  new  OKIMATE  10  gets  down  to 
business  quickly.  And  easily. 

A  "Learn-to-Print"  diskette  and  tape  shows  you 
how  to  set  up  your  new  personal  color  printer 
and  start  printing.  A  complete  OKIMATE  1 0 
Handbook  will  show  you  how  you  can  take  your 
imagination  to  places  it's  never  been  before. 


•Atari  is  a  registered  trademark  of  Atari  Inc.      *  Commodore  is  a  registered  trademark  of  Commodore  Business  Machines,  Inc. 


PERSONAL  COLOR  PRINTER  VNDER  $2S0. 


And  while  your  imagination  is  soaring,  you'll 
be  glad  to  know  that  your  new  printer  can  keep 
right  up  with  it!  The  new  OKIMATE  10  is  built 
with  the  same  tradition  of  quality  and  manufac- 
turing excellence  that  has  made  Okidata  the 
most  respected  name  in  computer  printers. 
Okidata  craftsmen  specially  designed  and 
engineered  the  new  OKIMATE  10  to  be  in- 
credibly small  and  lightweight.  And  they  made  it 
quiet  as  a  whisper.  But  their  imagination  didn't 

stop  there.  To  help  you 
and  your  personal  com- 
puter keep  within 
your  personal  bud- 
get, they  made  the 
OKIMATE  10 
available  at  re- 
tailers everywhere 
for  less  than  $250. 
Something  that 
should  make 
every  personal 
budget  tickled 
pink. 

Color  your  world. 

if  you've  been  playing  games  on  your 
personal  computer,  now  you  can 
get  serious  and  still  have  fun.  The  new 
OKIMATE  10  is  completely  com- 


patible with  a  variety  of  software  packages  that 

will  run  on  your  Atari  and  Commodore  with  a 

simple  disk  drive.  Just 

load  and  you're  off 

and  running.  Plotting 

charts.  Designing 

special  graphs. 

Creating  original 

illustrations  and 

pictures.  Drawing 

special  graphics. 

And  printing  them 

all  beautifully  for 

everyone.  On  most 

kinds  of  paper.  In  over 

26  beautiful  colors! 


q[]ESlIONS 

& ANSWERS 


Q: 


l»  Why  do  I  need  a  printer? 

A,  You  might  as  well  ask,  "Why  do  I  need 
•  crayons?"  When  it  comes  to  communicating, 
"putting  it  on  paper"  is  still  the  best  way  to  get  your 
message  across.  You  can  have  lots  of  computer 
equipment,  but  without  the  OKIMATE  10,  it  doesn't 
mean  very  much.  Unless  you  get  your  letter,  report, 
term  paper  or  party  invitation  off  the  screen  and 
down  on  paper,  nobody's  going  to  see  it. 

Q,  What  makes  the  OKIMATE  1 0  better  than 
•  any  other  printer? 

A,  Because  the  OKIMATE  1 0  is  unlike  any  other 
•  printer.  First,  it  prints  in  COLOR.  Up  to  26 
beautiful  colors.  Second,  it  prints  up  to  240  words  a 
minute,  so  quietly  you  can  talk  in  a  whisper  right 
next  to  it  and  still  hear  every  word!  And  third,  it 
prints  letter  quality,  every  time. 


Q: 


iu  what  about  graphics  and  pictures? 

A,  The  OKIMATE  10  does  it  all.  Graphs, 
•  charts,  symbols,  pictures,  illustrations 
and  special  drawings!  With  a  compatible 
drawing  package,  anything  you  create 
on  your  screen  can  be  printed  in  full 
color  a  disk  drive  is  required  for 
color  screen  printing. 

Kjl»  what  Idnd  of  paper  can  I  use? 

A,  Just  about  any  kind  of  smooth 
•  paper  you  want.  From  contin- 
uous feed  computer  paper  to  single 
sheets.  From  mailing  labels  to  plastic 
acetate  for  overhead  transparencies, 
the  OKIMATE  10  prints  crisp,  clean, 
colorful  images  you'll  be  proud  to 
send  to  friends,  teachers, 
business  associates,  or  frame 
and  hang  right  in  your  own 
living  room! 


\ul  Is  the  OKIMATE  10  easy  to  use? 

A,  As  easy  as  "PLUG  'N  PRINT!" 
•  No  other  printer  is  easier  to  use  than  the 
OKIMATE  1 0,  Connecting  the  printer  to  your  Com- 
modore or  Atari  computer  is,  literally,  a  snap.  The 
exclusive  PLUG  'N  PRINT  package  snaps  into  the 
printer.  One  cable  connects  it  directly  to 
your  computer  or  disk/tape  drive.  Turn  it 
on  and  you're  in  business.  Once  your 
OKIMATE  10  is  up  and  running,  the 
"Learn-to-Print"  software  program  (included) 
teaches  you  printer  basics— the  "Color  Screen 
Print"  disk  (also  included)  automatically  prints 
everything  on  the  screen  in  a  single  stroke.  As  a 
matter  of  fact,  most  of  your  printing  can  be  done 
with  just  one  command. 

vx«  what's  the  printer  like  in  operation? 

A,  In  one  word:  easy!  In- 
•  credibly  easy!  The  rib- 
bon comes  in  a  "Clean 
Hands"  cartridge.  So  it's  as 
easy  to  change  as  the  tape  in 
your  audio  cassette  player. 

\J.l  What  about  reliability? 

A,  Okidata  has  built  the  reputation  of  its  com- 
•  plete  line  of  printers  on  quality,  dependability 
and  rugged  construction.  The  OKIMATE  10  is  no  ex- 
ception. Don't  let  its  light  weight  and  compact  size 
fool  you.  This  printer  is  not  a  toy.  It's  a  workhorse. 


OKIDATA 

^^   an  OKI  AMERICA  company 

Available  at  retailers  everywhere. 
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ADVENTURES 
ON-LINE 

Meet  friends  in  a  dungeon! 


by  MICHAEL  CIRAOLO 
Antic  Staff  Writer 


Playing  mainframe  computer  games 
is  one  of  tlie  most  popular  pastimes 
on  the  major  on-line  computer  infor- 
mation services.  It's  surprisingly  pop- 
ular, when  you  consider  how  much 
cheaper  it  would  be  to  buy  one  of  the 
many  similar  adventures  available  on 
disk. 

"It  can  be  extraordinarily  expensive 
to  play  adventures  by  the  minute," 
freely  admits  The  Source's  public  rela- 
tions manager,  Nancy  Beckman.  "It's 
not  just  students  on  their  dad's  ac- 
counts who  are  playing.  There's  a 
cross  section  of  all  types  of  business 
people  sneaking  off  during  the  day  to 
play  on-line  adventure  games." 

The  lure  of  on-line  gaming  is  easier 
to  understand  when  you  look  at  its 
two  unique  features — multiplayer 
capability  and  instant  feedback. 

MULTIPLAYER  FEEDBACK 

Multiplayer  adventures  like  Compu- 
Serve's MegaWars  (space  battle  a  la  Star 
Trek)  and  Plato's  Moria  (Dungeons  & 
Dragons  fantasy  role-playing)  can  be 
used  by  up  to  100  players  at  the  same 
time.  You  find  yourself  adventuring 
along  with  students,  lawyers  or  cor- 
porate vice  presidents  from  places  as 
far  apart  as  Anchorage,  Silicon  Valley, 
Boston  and  New  Orleans. 

The  other  unique  feature  of  on-line 
gaming  is  its  capability  for  immedi- 
ate communication  with  other  players 
around  the  country,  says  Pat  Phelps, 
manager  of  CompuServe's  CB  net- 


work. While  playing,  without  inter- 
rupting a  game,  any  player  can  switch 
into  conversation  with  teammate  or 
opponent.  Terminal  talking  ranges 
from  cursing  the  enemy  to  pleas  for 
help  from  allies. 

This  interaction  continues  outside 
game  time  on  the  CompuServe  Multi- 
player  SIG  (Special  Interest  Group), 
Plato's  notesfiles,  or  The  Source's 
bulletin  boards.  These  electronic 
forums  are  always  available  to  provide 
opportunities  for  gamesters  to  com- 
pare notes,  exchange  tips,  or  just  chat. 

CompuServe's  main  multiplayer 
games  are  MegaWars  II  and  MegaWars 
III.  Using  color  graphics  and  sound 
on  compatible  terminals,  MegaWars  II 
is  designed  for  two  teams  of  up  to 
four  players  each.  The  object  of  the 
game  is  to  destroy  all  four  enemy 
ships  while  capturing  as  many  enemy 
and  neutral  planets  as  possible.  You 
enter  the  game  as  a  cadet,  and  attempt 
to  work  your  way  up  through  the 
ranks  to  admiral.  MegaWars  III  is 
similar,  except  that  up  to  100 
players  can  participate  in  one  game 
simultaneously. 

Plato's  multiplayer  games  include 
Empire,  their  team-oriented  space 
combat  in  the  MegaWars  mode,  Sea- 
War,  a  grid  boardgame  simulation, 
and  two  fantasy  role-playing  adven- 
tures, Moria  and  Drygulch.  All  major 
Plato  multiplayer  games  are  supported 
by  notesfiles  (bulletin  boards). 


MORIA  AND  DRYGULCH 

In  Moria,  as  you  explore  the  dungeon 
you  can  join  with  teams  of  players — 
frequently  more  experienced — or 
continue  to  risk  wandering  on  your 
own.  The  screen  shows  you  a  detailed 
line  drawing  view  of  the  scene  ahead 
of  you,  including  monsters,  doors  and 
corridor  walls,  along  with  status 
charts  for  your  character's  current 
strength  and  powers. 

Plato's  Drygulch  is  set  in  an  Old 
West  town.  You  are  a  miner  trying  to 
live  long  and  prosper,  which  is  not 
easy  when  hazards  abound  in  the 
mines  and  in  the  wastelands  sur- 
rounding the  town.  You  must  eat  and 
drink  enough  to  keep  healthy,  make 
sure  you  have  enough  prospecting 
equipment,  etc.  There  are  elections 
for  sheriff,  mayor  and  mine  inspec- 
tor Each  position  offers  potential  for 
added  fun  and  profit,  election  usually 
requires  10  to  12  votes. 

In  addition  to  multiplayer  games, 
all  three  services  offer  a  selection  of 
the  classic  computer  adventure 
games.  These  include  versions  of 
Hammurabi,  a  game  that  lets  you  gov- 
ern ancient  Sumeria.  Avoid  famine  by 
paying  attention  to  grain  planting  and 
harvests,  taxes,  birthrate,  and  so  on. 
You  can  also  expect  to  find  Lunar 
Lander  simulations,  the  original  Trek 
space  war  and  the  original  Colossal 
Cave  text  adventure. 

continued  on  next  page 
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MORE  DUNGEONS 

Also  available  on  each  service  are 
single-player  dungeon  games  like 
CompuServe's  Castle  Telengard  and 
the  Dungeons  of  Kesmai,  The 
Source's  Blackdragon,  and  Plato's 
Labyrinth.  All  allow  you  the  usual 
role-playing  choices  in  establishing 
your  character's  attributes,  such  as 
race,  intelligence,  dexterity  and 
charisma.  Typically,  you  equip  your 
character  with  spells  and  weapons, 
and  then  venture  down  into  the  dun- 
geons in  search  of  monsters  and 
treasure.  Games  on  CompuServe  and 
The  Source  provide  rudimentary 
graphics  (keyboard  symbols  like  -i- ,  *, 
/,  and  — )  in  a  top-down  map  over- 
view. Plato  offers  more  sophisticated 
graphics  for  an  eyewitness  viewpoint. 
On  The  Source,  you'll  find  Castle- 


quest  and  Explore.  Both  are  well- 
written  text  adventures  for  players 
with  prior  experience  in  this  genre. 
Because  they  are  not  renditions  of 
previous  works,  they  are  sources  of 
new  challenge.  They  are  also  easier  to 
read  than  the  text  on  CompuServe, 
which  uses  a  very  slow  mainframe 
computer  that  pauses  several  times  on 
each  screen  of  text  during  peak  usage 
times  (late  afternoon  to  late  evening). 

SHORTCUT  COMMANDS 

Getting  to  adventure  games  in  the 
three  major  on-line  systems  is  not 
hard. 

CompuServe  has  direct  access  page 
addresses  for  games  including:  GO 
GAM-200  for  the  original  adventure, 
GO  GAM-201  for  the  new  adventure, 
GO  GAM-219  for  The  House  of 
Banshi,  GO  GAM-217  for  the  Scott 


Adams  games,  GO  GAM-260  for  the 
Dungeons  of  Kesmai,  GO  GAM-320 
for  Castle  Telengard,  GO  GAM-305 
for  MegaWars  II,  GO  GAM-105  for 
MegaWars  III,  and  GO  GAM-300  for 
the  multiplayer  game  SIG. 

To  access  games  in  The  Source, 
type  HELP  GAMES  at  the  command 
level  to  get  an  on-line  listing. 

In  Plato,  select  the  main  menu 
option  to  run  Plato  programs.  Then 
type  in  the  game's  name  (drygulch, 
labyrinth).  Some  game  files  require  a 
zero  in  front  of  the  name  (Oempire, 
Omoria).  Notesfiles  include  morian 
(for  Moria),  gulchnts  (for  Drygulch), 
and  empnotes  (for  Empire).  The 
original  adventure  game  can  be  ac- 
cessed by  typing  rezadvl.  Using  the 
Plato  index,  you  can  get  a  list  of  all 
games. 


Bulletin  Board  Update 

(All  times  are  local  standard 
times  for  the  particular  board) 


Arizona 

Amis  Outpost 
24  hours 

Twilight  Zone 
24  hours 


(602)  578-0784 
(602)  790-8805 


California 

Compucat  (408)  353-1836 

6  p.m.-9  a.m.,  M-F 
Hermit  (707)  428-3077 

24  hours 
Wizardry  (818)346-4343 

24  hours 
Interact-Sylmar      (818)367-0324 
Interact-Van  Nuys   (818)  902-1477 
S.F.  Valley  Green 

Machine  (818)368-1661 

S.F.  Valley  RBBS       (818)  368-5801 
Granada  Hills  Energy 

Group  (818)360-5053 

Starship  Atari         (41 5)  387-21 90 

24  hours 


Rat's  Nest 
Dark  Tower 
Moonbeam 
GGBBS 

Canada 

Castle  Greyhawk 
Evenings 

Florida 

Star  Raiders 
Swap  Shop 
24  hours 
Software  Library 
Jax  Forem 
Beach  Forem 

Indiana 

AMIS  Bulletin 

Board 
Illinois 

Electric  Co. 

Ray's  Outer  Limits  (312)  933-1071 


(408)  249-6946 
(408)248-5135 
(408)  773-9326 
(415)282-6138 

(514)325-4310 


(305)  226-1452 
(305)  878-1422 

(305)  845-6466 
(904)733-4515 
(904)246-8133 


(219)  824-5198 
(312)221-0171 


Maryland 

Forem  Hotline 
Rickey  Moose 


Michigan 

MACE  Main  (31 3)  978-1 685 

MACE  West  (313)582-0657 

MACE  Trading  Post  (313)882-5909 
MACE  Ethernet       (31 3)  531  -1 701 
(all  four  are  24  hours) 

New  Jersey 

Enterprise  BBS  (201)  689-0492 
Gemini  After  Dark  (201)267-0988 

6  p.m.  to  9  a.m.,  all  day  Sunday 
JACG  BBS  (201)  549-7591 

24  hours 


(703)  683-3944 
(301)  474-7591 


New  York 

Colossal  Caves 

24  hours 
Metal  Board  I 
Metal  Board  II 
Starship  Atari 

Rhode  Island 

AARI  BBS 

Texas 

The  Midnight 
Turtle 


(516)673-3141 

(516)  742-5949 
(516)944-3116 
(516)  626-6990 

(401)  521-4234 


(214)  783-7548 
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NOW  IT'S  YOUR  CHANCE  TO  GO  lOR  THE  GOLD. 
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You're  an  Olympic  athlete  competing 
in  eight  key  events  at  the  Summer  Games. 
How  well  can  you  score  in  track,  swim- 
ming, diving,  shooting,  gymnastics  and 
more?  So  realistic,  there's  even  an 
opening  ceremony  and  awards  presen- 
tation after  each  event. 

Unlike  other  "Olympics- Like"  games, 
Summer  Games  has  incredible  realism, 
superb  state-of-the-art  graphics  and 
sound  effects  (including  national  anthems 
from  18  countries),  and  it  is  a  true 
action -strategy  game.  In  each  event  you 


must  plan  and  execute  your  game 
strategy  in  order  to  maximize  your  score. 
It  is  not  just  a  matter  of  how  fast  you 
can  move  the  joystick. 

So  change  into  your  running  shoes, 
grab  your  joystick  and  GO  FOR 
THE  GOLD! 

One  or  more  players;  joystick  controlled. 


Strategy  Games  for  the  Action-Game  Player 
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ou  started  out  by  blasting  endless  attack  waves 

of  zombie-like  space  attackers.  Then  you  mapped 

your  way  through  a  colossal  cave  and  fought  trolls 

in  the  great  underground  empire  of  Zork.  You  care- 

fully  adjusted  fuel  rates  to  land  yourself  on  the  moon. 


Your  taste  in  mind-challenging 
,     conipnter  recreation  is  a  lot  more  ri\ 
solihisticated  now.  You  demand 
nniorationfrom  the  marketplace 
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It 's  true  that  software  i 
still  haven't  come  up  with  a  totally 
neiv  kind  of  adventure  game  to 
stand  alongside  the  established 
.igStandard  formats  such  as — all- 
-/j  •  text  puzzle  explorations,  visuals 
^  plus  text,  graphic  scrolling  dis- 
: plays,  fantasy  role-playing (com- 
'iputerized  dungeons  &  dragons), 
J 1  space  wars ,  .  .  even  simulations 
■  I  and  computerized  strategy  board 
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Even  so,  there  are 
niany  exciting  develop- 
ments in  the  cinrenl  gen- 
eration of  adventure 
games  that  will  bring  y'ou 
new  worlds  to  explore  on 
your  Atari. 
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ni       loday  the  harriers  helireen  dif-  Mi  H-fJ 
|/  iferenl  lyl>es  of  games  are  blurring.  'Wh  rfL 
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You  'II  find  role  playing  games      .^^i.^^d  on  next  page 
^  with  puzzles  worthy  of  text  adven- 


tures, and  interactive  adventun's 
featuring  arcade-type  graphics.   J^ 
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OUR  STORIES 
lACK  IMAGINATION. 


Because  Infocom's  inter- 
active fiction  is  designed 
^^jP'^    to  run  on  your  imagination. 
™  That's  precisely  why 

there's  nothing  more  interesting, 
challenging  or  interactive  than  an 
Infocom  disk— but  only  after  you've 
put  it  in  your 

computer.  a^MI  itP-yit  iWlii 

Once  it's  in, 
you  experience 
something  akin  to  waking  up  inside  a 
novel.  You  find  yourself  at  the  center 
of  an  exciting  plot  that  continually 
challenges  you  with  surprising  twists, 
*|»i»ii»!wai'»»  (■■■■»  unique  char- 
^^%  ^^^^^  acters  (many 
of  whom  pos- 
sess extraor- 


dinarily developed  personalities)  and 
original,  logical,  often  hilarious  puz- 
zles. Communication  is  car- 
It^  ried  on  in  the  same  way  as  it 
is  in  a  novel — in  prose.  And 
interaction  is  easy— you  type 
in  fuU  English  sentences. 

But  there  is  this  key  difference 
between  our  tales  and  conventional 
novels:  Infocom's 
interactive  fiction  is 
active,  never  pas- 
sive. The  course  of 
events  is  shaped  by  what  you  choose 
to  do.  And  you  enjoy  enormous  free- 
dom in  your  choice  of  actions 
— you  have  hundreds,  even 
thousands  of  alternatives  at 
every  step.  In  fact,  an  Infocom 


□ 


^  interactive  story  is  roughly 
the  length  of  a  short  novel  in 
content,  but  because  you're 
actively  engaged  in  the  plot, 
your  adventure  can  last  for  weeks 
and  months. 

Find  out  what  it's  like  to 
get  inside  a  story.  Get  one 
from  Infocom.  Because  with 
Infocom's  interactive  fiction, 
there's  room  for  you  on  every  disk. 

inpocom 

Pur  your:  Apple  II.  Macintosh,  Aiari,  Commodore  64 .  CP/M  8',' 
DECmate,  DKC  Riiinbow.  DEC  RT-11.  HP  150  &  UO.  IBM  PC* 
&  PCjr,*  KAYPRO  II.  MS-DOS  2.0f  NEC  APC.  NEC  PC-8000. 
Osborne.TI  Proff.ssional.  TI99/4A.  Tandy  2000.  TRS-80  Color 
Computer.  TRS-BO  Models  I  &  III. 

*Use  the  IBM  PC  version  for  your  Compaq  and  the  MS-DOS  2.0 
version  for  your  Wang,  Mindset,  Data  General  System  10,  GRID 
and  many  others. 


ADVENTURE  TRENDS 

continued  from  page  23 

JUPITER  MISSION  1999 

This  blurring  of  genres  is  evident  in 
Avalon  Hill's  Jupiter  Mission  1999. 
Contained  within  the  game's  four 
disks  are  elements  of  graphics/text 
adventure,  space  war  role-playing  and 
arcade  joystick  games. 

The  varied  elements  in  Jupiter  Mis- 
sion are  tied  together  by  a  story  line. 
Government  agents  drag  you  from 
your  home  early  on  a  cold  January 
morning  and  put  you  in  charge  of  a 
solo  mission  to  Jupiter. 

This  concept  of  a  large-scale  mul- 
tiple element  adventure  package 
holds  a  lot  of  potential,  even  if  some 
sections  of  Jupiter  Mission  1999  are 
perhaps  overly  reminiscent  of  familiar 
classics  such  as  Lunar  Landing  and 
Missile  Command. 

Another  interesting  new  develop- 
ment is  the  arrival  of  easier  adventure 
games  for  young  people  or  younger 
beginners. 

DRAGONS  &  TROLLS 

There  are  even  adventure  games  for 
children  who  have  just  learned  to 
read.  Sierra  On-Line's  Dragon's  Keep 
and  Troll's  Tale  are  graphics/text  ad- 
ventures intended  for  kids  as  young 
as  seven. 

Young  players  locate  a  series  of  ob- 
jects hidden  by  the  troll  or  dragon — 
with  help  from  warm  graphics,  sug- 
gestions by  the  computer,  and  a  map 
that  comes  with  the  package. 

On  a  typical  Troll's  Tale  screen, 
you'll  find  the  top  80  percent  of  the 
display  Med  with  a  picture  of  a  room 
or  a  field.  Below  will  be  lines  of  text: 

"You  are  facing  the  cave."  A  menu 
of  options  follows.  "Go  into  cave,"  or 
"Turn  on  flashlight,"  or  "Turn  around 
and  go  into  the  field." 

If  you  were  to  select,  say,  "Go  into 
cave,"  without  turning  on  the  light, 
the  next  screen  would  show  the 
colorful,  impressive  troll  and  warn 
you.  "You  are  in  the  dark.  Turn  on 
light  or  leave  the  cave." 

By  the  time  you  read  this,  possibly 
the  Windham  Classics  line  of  inter- 
active fiaion  for  children  will  be  avail- 
able from  Spinnaker  Software.  This 
series  of  graphics/text  adventures  is  to 


be  based  on  classic  literature.  The  first 
Atari  release  will  be  Swiss  Family 
Robinson. 

By  the  way,  you  may  have  heard 
about  Spinnaker's  other  new  line, 
Trillium,  which  will  feature  adapta- 
tions of  novels  by  big-name  science 
fiction  writers.  Unfortunately,  at  this 
writing  Spiimaker  has  no  plans  to  pro- 
duce these  games  for  the  Atari — a  mis- 
take that  will  hopefully  be  corrected 
by  the  time  this  is  in  print. 

SEASTALKER 

A  game  like  Infocom's  Seastalker  can 
be  enjoyed  by  both  adult  and  older 
children  who  are  beginning  adven- 
turers. This  text  adventure  was 
scripted  by  Jim  Lawrence,  an  exper- 
ienced writer  of  books  in  the  Tom 
Swift,  Nancy  Drew,  Hardy  Boys  vein. 

Seastalker  enlists  you  in  the  Aquatic 
Discovery  Squad.  You  must  save  the 
undersea  Aquadome  from  a  sea  mon- 
ster and  saboteurs. 

Seastalker  is  very  forgiving  on  the 
begirming  adventurer,  offering  several 
types  of  clues  and  extensive  back- 
ground information.  It  is  a  good  intro- 
duction to  the  all-text  world  of  Info- 
com  for  players  who  would  be  quite 
lost  if  dropped  into  a  game  like 
Suspended  with  absolutely  no  adven- 
ture experience. 

But  don't  get  the  idea  you  can  sim- 
ply walk  through  this  game.  Seastalker 
is  tough  enough  to  keep  a  relatively 
experienced  adventurer  occupied  for 
six  to  eight  hours  before  the  Aqua- 
dome  is  rescued. 

In  some  more  last-minute  news, 
Infocom  just  announced  Cutthroats, 
the  latest  game  in  the  Tales  of  Adven- 
ture series.  Cutthroat  puts  you  on 
Hardscrabble  Island,  where  you're  a 
deep-sea  diver  on  a  treasure  hunt  with 
an  untrustworthy  crew.  The  game  is 
written  by  Michael  Berlyn,  author  of 
Infidel  and  Suspended. 

Just  as  some  companies  have 
turned  to  noted  books  and  authors  for 
adaptations  to  interactive  fiction,  so 
has  Datasoft  turned  to  television.  In 
The  Dallas  Quest,  a  not  too  inspiring 
graphics/text  adventure,  you  become 
a  detective  trying  to  uncover  a  missing 
oil  field  map.  The  game  contains  sev- 
eral puzzles  based  on  peculiar  logic 


or  inconsistent  with  the  mood  of  the 
TV  show. 

The  Ultima  series,  created  by  Lord 
British,  combined  the  puzzling  text 
adventures  with  scrolling  map  graph- 
ics and  fantasy  role-playing  elements. 

QUESTRON 

Strategic  Simulation's  Questron  is  a 
perfect  warm-up  for  the  Ultima 
games.  Even  though  Questron's  scroll- 
ing map  contains  57,000  squares,  it's 
a  simpler  game  than  the  classic  Ulti- 
mas. Still,  you'll  find  plenty  of  chal- 
lenge as  you  move  about  in  a  strange 
land,  encountering  powerful  beings 
who  may  be  either  good  or  evil.  You 
must  survive  and  also  complete  speci- 
fic quests. 

When  you  feel  confident  in  the 
world  of  fantasy  quests,  step  up  to 
Ultima  III,  Lord  British's  latest  adven- 
ture. In  Ultima  III  you  can  go  quest- 
ing with  a  team  of  four  characters 
simultaneously.  Create  your  fantasy  A- 
Team  from  five  races  and  11  profes- 
sions, equip  them  from  a  menu  of  16 
weapons  and  32  magic  spells. 

Ultima  III,  published  by  Lord 
British's  own  company.  Origin  Sys- 
tems, upgrades  the  graphics,  combat 
options,  navigational  strategies,  and 
dungeon  scenes  from  the  game's  two 
predecessors.  Your  adventure  in  this 
fantasy  world  is  more  realistic  because 
of  the  increased  detail  and  interaction 
possibilitites. 

ULTIMA  IV 

Antic  received  a  special  Lord  British 
communique  for  this  issue.  (His  Lord- 
ship is  actually  Richard  Garriott, 
who's  in  his  early  20s  and  the  son  of 
a  space  shuttle  astronaut.) 

"As  Lord  British  thought  of  the 
future  again  and  touched  the  silver 
snake  around  his  neck,  he  saw  Ultima 
IV  laid  out  beautifully  before  him.  A 
new  age  had  come  upon  the  land  of 
Sosaria.  Evil  still  existed,  but  many 
had  discovered  the  virtues  of  friend- 
ship and  trust.  All  of  Lord  British's 
subjects  would  need  the  power  of 
good  in  order  to  complete  eight 
quests  and  become  an  Avatar.  Life 
would  be  lived  in  a  world  16  times 
larger  than  its  predecessor. 

continued  on  next  page 
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"Lord  British  wondered  how  much 
longer  the  quests  would  continue.  He 
looked  out  at  the  hardware  surround- 
ing himself  and  realized  that  he  had 
just  begun  to  explore  the  capabilities 
of  the  computer.  He  knew  that  his 
journeys  were  far  from  over  ..." 

And  Infocom  also  predicts  major 
advances  for  its  all-text  adventure 
games.  Product  manager  Michael 
Dombrook  says,  "There  will  be  effec- 
tively no  limit  on  the  number  of 
people  or  rooms  in  a  game.  Think  of 
all  the  limitations  in  current  games 
and  knock  them  down.  Imagine 
many  current  restraints  on  game  play 
eliminated." 

Thus  .  .  .  adventure  games  have 
emerged  from  the  caves  as  the  quest 
for  more  reality  continues  ...     Q 


MANUFACTURER 
INFORMATION 

The  Dallas  Quest 

Datasoft 

19808  Nordhoff  Place 

Chatsworth,CA  91311 

(818)701-5161 

48K  disk,  $34.95 

Dragon's  Keep 
It-oil's  1^le 

Sierra  On-Line 

Sierra  On-Line  BIdg. 

Coarsegold,  CA  93614 

(209)  683-6858 

48K  disk  with  BASIC,  $29,95  each. 

Jupiter  Mission  1999 

Avalon  Hill  Games 
4517  Harford  Rd. 
Baltimore,  MD  21214 
(301)  254-5300 
48K  disk,  $50,00 


Questron 

Strategic  Simulations,  Inc, 

883  Stierlin  Rd,,  BIdg.  A-200 

Mountain  View,  CA  94043 

(415)964-1200 

40K  disk  with  BASIC,  $39.95 

Seastalker 

Infocom,  Inc, 
55  Wheeler  St. 
Cambridge,  MA  02138 
(617)492-1031 
48K  disk,  $49,95 

Ultima  ill 

Origin  Systems,  Inc. 

P.O.  Box  99 

1545  Isgood  St.  *7 

North  Andover,  MA  08125 

(617)681-0609 

48K  disk,  $59.95 

Windham  Classics 

Spinnaker  Software 
One  Kendall  Sq. 
Cambridge,  MA  02139 
(617)494-1200 
48K  disk,  $26.95 
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ADVENTURE  IS  OUR  GAME 


OUTSTANDING  ADVENTURES 

UNIVERSE $69.95 

ULTIMA    III  $39.95 

RETURN  OF  HERACLES.  .  .  .$2a.95 

QUESTRON $39.95 

JUPITER  MISSION $39.95 

SEVEN  CITIES  OF  COLD  $34.95 

INFOCOM  (STANDARD  &  JR.  LEVEL) 

CUTTHROATS $24.95 

HITCH  HIKERS  GUIDE 

TO  THE  GALAXY $24.95 

SEASTALKER $24.95 

PLANETFALL $24.95 

WITNESS $24.95 

ZORK  I $24.95 

INFOCOM  (ADVANCED  LEVEL) 

ZORK  II $24.95 

ZORK  III $24.95 

SUSPECT  $27.95 

INFIDEL $27.95 

INFOCOM  (EXPERT  LEVEL) 

DEADLINE $29.95 

STARCROSS $29.95 

SUSPENDED $29.95 

ADVENTURE  INTERNATIONAL 

ADVENTURELAND $29.95 

THE    COUNT $29.95 

GHOST  TOWN $29.95 

GOLDEN  VOYAGE $29.95 

MISSION   IMPOSSIBLE $29.95 

MYSTERY  FUN  HOUSE  $29.95 

PIRATE  ADVENTURE $29.95 

PYRAMID  OF  DOOM $29.95 

SAVAGE  ISLAND  PT  1 $29.95 

SAVAGE  ISLAND  PT  2 $29.95 

STRANGE    ODYSSEY $29.95 

VOODOO   CASTLE $29.95 


AND  MORE  ADVENTURES 
ADVENTURE  IN  TIME  $27.95 

ALI  BABA  &  40  THIEVES .  .  .  $24.95 
BENEATH  APPLE  MANOR  .  $24.95 
BIRTH  OF  THE  PHOENIX  $19.95 
BLADE  OF  BLACKPOOLE .  .  .  $29.95 

CYBORG $29.95 

DALLAS  QUEST $22.95 

DARK    CRYSTAL $25.95 

GRUDS  IN  SPACE $29.95 

MISSION  ASTEROID $27.95 

QUEST $24.95 

SANDS  OF  EGYPT $27.95 

TRANSYLVANIA $24.95 

ULTIMA    I $23.95 

ULTIMA  II $39.95 

ULYSSES  &  CLDN  FLEECE  .  $19.95 
WIZARD  &  PRINCESS $19.95 

BOOK  OF  ADVENTURE  GAMES 

(solutions  to  77  top  aamesl$l7.95 

OTHER  GREAT  PROGRAMS 

MOVIE   MAKER $39.95 

FUGHT  SIMULATOR  II  $39.95 

BEACH    HEAD $29.95 

FLAK $29.95 

MICROPROSE 

F-1S $29.95 

AIR    RESCUE $29.95 

SOLO    FLIGHT $22.95 

HELLCAT  ACE $18.95 

SPITFIRE  ACE $18.95 

MIG  ALLEY  ACE $24.95 

NATO  COMMANDER $22.95 

WINCMAN $29.95 


Please  saa  S2.50  shipping  (34.50  outsi(3e  USA) 
California  residents  add  6%. 


COMPUTER  GAMES  + 

-  Box  6144 

ORANGE  CA  92667 
(714)  639-8189 


(Antic  Magazine  subscribers:    You  get  latest  catalogs 
automatically  —  no  need  to  send  in) 
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A  RUBBER  KEYBOARD. 


The  flat  keyboard  of  the  Atari  400 
isn't  very  satisfactory  to  use. 

It  simply  doesn't  put  you  in  touch 
with  the  computer  in  the  same  way  as 
a  push  button  one. 

Our  keyboard  fits  snugly  over  your 
present  Atari  400  keyboard  and  does 
exactly  the  same  job. 

Only  it  does  it  better 

It  makes  programming  and  game 
playing  so  much  easier  because  you 


know  instantly  which  keys  you've 
depressed. 

And  by  raising  the  keys  it  raises 
the  standard  of  your  machine. 

To  set  it  up  all  you  have  to  do  is  to 
peel  off  the  adhesive  backing  and  stick 
it  on  top  of  your  existing  keyboard. 

And  now  we're  sticking  a  price  on 
it  of  only  $24.95. 

So,  whichever  way  you  look  at  it,  it's 
a  keyboard  that  really  stands  out. 


Please  send (qty)  Keyboards  at  $24.95  each. 

Enclosed  ismy  checker  money  order  for  $ .  (usooiiarsoniy.)  Please  charge  my  Visa  U  Mastercard 

Account 
Name 


PA.  residents  add  6%  sales  tax. 


Expiry  date 


Address 


City/State/Zip 
Signature 


Telephone 


Send  to  700  Lexington  Avenue,  Altoona,  PA16601  U.S.A.Tel:  814-942 1871. 
Trade  enquiries  welcome.  Please  allow  28  days  for  delivery 
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■  ust  as  this  Antic  1984  Adven- 

■  ture  Issue  was  going  to  press, 
p*"^     I  we  got  an  advance  look  at  two 

%^^^  games  that  dramatically  ad- 
vance the  state  of  the  art  in  interactive 
fiction. 

These  groundbreaking  adventures 
are  Alternate  Reality,  a  graphic 
scrolling  role-playing  fantasy  from 
Marsten  Systems,  and  Synapse  Soft- 
ware's Electronic  Novels  text  adven- 
mre  series.  These  games  should  be  out 
by  the  time  you  read  this  .  .  .  or  soon 
after. 


The  City  from  Alternate  Reality 


The  authors  of  Alternate  Reality  are 
Phil  Price  and  Gary  Gilbertson  of 
Hawaii's  Paradise  Programming. 
Antic  readers  saw  Phil's  innovative 
color  manipulation  program  "Price's 
Picture  Painter"  in  our  August  1984 
graphics  issue,  illustrated  with  an  elab- 
orate scene  from  the  game. 

Alternate  Reality  is  to  ultimately 
become  a  seven-disk  series.  However, 
if  the  game  proves  popular  they  can 
insert  additional  disk  adventures  into 
the  middle  of  the  series  before  reach- 
ing the  final  chapters,  "Revelation" 
and  "Destiny." 

What's  new  about  Alternate  Reality 

is  the  way  it  combines  super-detailed 

graphicswith  a  very  wide-scope  game 

'  map  pjijs  music,  scrolling  t?xt  a^d 


/,      by  NAT  FRIEDLAND 
Antic  Editor 

occasionalianimation  sequences. 

As  for  Synapses  Electronic  Novels, 
they  are  all-text  adventures  that  boast 
a  parser  (dialog  interpretation  pro- 
gram) that  seems  to  be  as  advanced 
as  Infocom's.  Five  of  these  games  are 
under  development  and  their  major 
new  advance  is  that  they  offer  the 
highest-ever  degree  of  interaction 
with  the  story's  characters. 

DEMO  AT  ANTIC 

Gary  Gilbertson  came  into  Antic's 
office  with  a  nearly  complete  version 
of  the  first  Alternate  Reality  disk.  The 
only  missing  elements  were  compara- 
tively minor  details  such  as  the  sun 
rising  and  setting  in  condensed  real- 
time. Day  and  night  are  important  in 
this  game  because  a  lot  of  monsters 
come  out  only  in  darkness  and  one 
of  your  first  tasks  will  be  to  accumu- 
late enough  money  to  pay  for  indoor 
sleeping  quarters.   , 

The  opening  disk  of  Alternate  Real- 
ity is  called  "The  City"  and  you'll 
have  to  own  it  in  order  to  play  any 
of  the  later  disks.  In  terms  of  map- 
ping, all  the  other  disks  in  the  series 
will  display  territories  that  are  adja- 
cent to  the  city  in  some  way— ^'The 
Dungeon,"  "The  Arena,"  "The 
Palace,"  "The  Wilderness."  However, 
all  these  upcoming  disks  are  to  be  in- 
dependent of  each  other  so  you  won't 
need  to  buy  them  in  any  particular 
order. 

"The  Dungeon"  is  also  promised 
for  release  by  the  time  you  read  this. 
It's  to  be  a  12-level  maze  featuring 
more  than  250  monsters.  Located  be- 
neath the  streets  of  the  city,  there  will 
be  a  couple  of  ways  you  can  teleport 
back  above-graund  to,$tore  your  trea- 
..sures  sa^.j.  .  .  /■■ 


Essentially,  what  you  do  in  "The 
City"  is  wander  through  the  streets 
and  buildings,  and  build  up  your 
power  points  for  the  future  disks. 
You'll  have  confrontations  with  the  47 
types  of  life  forms  that  live  there — 
including  goblins,  zombies,  muggers, 
etc.  You  see  eye-level  front  views 
wherever  you  go.  And  you  won't  be 
quickly  bored — during  the  demon- 
stration an  unmarked  map  of  the 
4,000-location  city  matrix  was 
brought  in  and  it  looked  as  con- 
voluted as  a  Mayan  tomb  decoration. 


h 


The  Bar  from  Alternate  Reality 


The  authors  warn  that  you're  buUdi 
ing  up  karma  during  this  phase.  If  you 
act  too  ruthlessly  as  you  advance  your 
status  in  the  local  society,  you  cari  ex- 
pect to  be  struck  down  by  an  aveng- 
ing destiny. 

UFO  KIDNAP 

The  game  starts  with  an  outstanding 
animation  sequence.  You  see  a  de- 
tailed cityscape  as  a  UFO  flies  in,  to 
grab  prisoners  (including  you,  of 
course).  Nex;t  you're  looking  through 
the  UFO's  front  porthole  as  a  long 
series  of  star-strewn  galaxies  flashes 
by.  Genuine  computer  generated 
music,  not  merely  sound  effects,  is 
heard  throughout  all  this. 

,,»  ■*  continued  on  next  pag_j'' 
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You  awaken  at  the  portal  leading  to 
Alternate  Reality.  It's  an  open  archway 
with  sets  of  numbers  swiftly  revolv- 
ing at  the  top.  When  you  hit  the  joy- 
stick button  you  pass  through  and 
your  starting  attributes  are  set  at  the 
point  values  which  were  showing  at 
that  instant.  You  emei^e  into  the  city's 
main  plaza. 

In  theory,  you  could  "win"  the 
game  by  discovering  how  to  be  trans- 
ported home,  even  if  you  never  get 
any  of  the  other  disks  in  the  series. 
But  the  clues  hinted  at  by  Gilbertson 
seem  pretty  well  buried.  For  example, 
part  of  the  solution  may  be  gained  by 
charting  the  patterns  of  the  UFO's 
route  through  the  galactic  clusters. 

Marsten  plans  to  price  "The  City" 
at  S 4 9. 9 5  and  the  follow-up  disks  at 
$34.95.  You'll  also  be  able  to  get  a 
$14.95  utility  disk  for  saving  six 
characters. 

SAMPLING  FIVE  NOVELS 

To  sample  the  five  Electronic  Novels, 
I  drove  over  to  Synapse  Software's 


quarters  in  an  office  park  just  north 
of  Berkeley.  The  novels  resided  on  a 
Corvus  lO-megabyte  hard  disk  ac- 
cessed from  an  IBM  PC.  Richard  San- 
ford,  the  project  manager,  explained 
that  IBM  and  Apple  will  get  the 
releases  first.  And  then  the  programs 
will  be  adapted  for  the  Atiiri  and  Com- 
modore. Shipment  is  promised  for 
before  the  end  of  the  year,  at  a  price 
of  W9.95. 

The  two  opening  games  in  the 
series,  "Mindwheel"  and  "Essex" 
were  complete  enough  to  be  playable 
,  .  .  although  it  wasn't  difficult  to  run 
into  the  boundaries  of  the  unfinished 
programming  as  you  got  past  the 
opening  situations. 

In  the  other  three  games,  about  all 
you  could  do  at  that  point  was  ex- 
plore the  introductory  scenes  and 
pick  up  the  overall  flavor  of  the 
themes.  However,  even  these  glimpses 
were  enough  to  provide  a  tantalizing 
overview  of  the  scope  of  the  series. 

"Breakers"  is  set  on  an  Outlands- 
type  mining  planet  which  you  enter 


by  way  of  a  sleazy  interj^lanetar^'  bar- 
room reminiscent  of  the  Star  Wars 
cantina.  "Brimstone"  will  have  Sir 
Gawain  descending  to  hell  on  a 
knightly  quest,  but  the  exits  from 
Camelot  castle  weren't  in  place  yet. 
"Ronin"  has  a  great  atmospheric 
samurai  setting,  and  it  was  very 
frustrating  that  the  program  wasn't  yet 
developed  enough  for  me  to  save  the 
geisha  by  taking  on  the  ninja  with  my 
sword. 

WHEEL  OF  WISDOM 

Mindwheel  was  farthest  along  at  the 
time  of  my  preview.  This  adventure's 
dense,  symbol-packed  prose  is  far  dif- 
ferent from  the  kind  of  tongue-in- 
cheek  stage  directions  we  all  got  used 
to  in  the  earlier  generations  of  text 
adventures.  The  plot  is  a  lot  more 
abstract  too  .  .  . 

You  become  the  first  person  to  sur- 
vive Dr  Virgil's  mind  transference  ex- 
periment. It's  up  to  you  to  save  the 

planet  by  travelling  through  the  minds 

continued  on  pase  33 


THE  WRITER'S  TOOL  was  designed 
for  WRITERS  who  want  to  WRITE  I 


rien  you  want  to  write  on  your  Atari®  Computer — a 
letter,  a  business  report,  or  a  book — you  want  to  con- 
centrate on  writing  and  not  on  the  word  processor 
that  you  are  using. 

You  want  to  write  immediately  without  having  to 
spend  hours  learning  some  fancy  system  or  remember- 
ing complicated  commands. 

You  want  to  write  quickly...as  fast  as  your  imagina- 

I  tion  can  fly.  Then  edit  just  as  fast...correct  mistakes; 

change,  add,  or  delete  words  and  phrases;  rearrange  the 

sequence  of  paragraphs  or  entire  pages  without  fearing 

that  one  slip  of  your  fingers  might  wipe  out  hours  of 

[  precious  work. 

^You  want  to  be  able  to  save  or  retrieve  your  text  files 


on  any  type  of  Atari  compatible  disk  drive  using  either 
single-density  or  double-density  disks  without  worrying 
about  accidentally  erasing  files. 

You  want  to  be  able  to  print  out  your  finished  piece 
right  away,  using  all  of  your  printer's  capabilities  such 
as  Pica,  Elite,  and  condensed  type;  print  two-columns  on 
8%"  wide  paper  and  proportional  spacing;  and  print  differ- 
ent types  of  characters:  doxable  -xvici-tln.,  bold- 
face, italics,  underlined,  '"'"•"""p^  and  ,„i„„ripf  f 
Compare  THE  WRITER'S  TOOL  with  the  others:  fea- 
ture for  feature,  dollar  for  dollar— if  you  can  find  a  better 
word  processor,  buy  it! 


c 


1  .^ 

THE  WRITER'S  TOOL*  SuperCartridge,  Program 
Disk,  Tutorial  &  Reference  Manual   $129.95 


Now  Available  At  Your  Software  Dealer 
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Optimized  Systems  Software,  Inc. 

1221BKentwood  Avenue,  San  Jose,  Califomia  95129  (408)446-3099 
■♦Requires  an  Atari*  Computer  with  40K  memory,  disic  drive,  and  any  Atari  ATARI'  is  the  registered  trademark  of  ATARI,  INC. 


compatible  printer. 
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Here  are  just  a  few  of  many  screens. 
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THE  CHALLENGE. 

Over  2000  stimulating  trivia/fact  questions  will  send 
you  rummaging  through  your  personal  memory  banks. 
Answer  correctly  and  advance  in  your  quest  while 
adding  more  gold  to  your  treasure.  Fail  and  you  lose 
ground. 


THE  ACTION. 

You  may  have  to  face  and  battle  a  ferocious  dragon. 
If  you  prevail,  the  dragon's  cache  of  gold  will  be  added 
to  your  treasure.  If  you  fail,  your  journey  will  be  slowed 
while  you  heal  your  wounds. 


THE  STRATEGY 

Each  questing  party  consists  of  three  characters,  a 
Knight,  Prince  and  Page.  Each  has  distinctly  different 
physical  characteristics,  and  all  must  complete  the 
Quest.  You  must  decide  when  to  send  them  on  to  the 
next  challenge. 


Atari  is  a  trademark  of  Atari,  Inc. 

©1984— Royal  Software 
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This 

exciting  new 

concept  in  computer 

entertainment  will  keep  you 

and  your  friends  involved  for  hours  and 

hours.  This  is  probably  the  best  party-game 

ever  developed,  and  new  question  disks  will  be  available. 

Optional:  Utility  disk  which  allows  you  to  create  unlimited  trivia  questions 

and  answers  for  educational  or  entertainment.  The  utility  disk  also  includes 

over  1 000  additional  questions.  Utility  disk  $24.95. 


"Software  fit  for  a  king!" 

2160  W.  11th  •  Eugene,  OR  97402  •  (503)  683-5361 

Ask  for  Trivia  Quest  at  your  favorite  Atari  Computer  Store 
or  order  directly  from  Royal  Software.  Use  your  Master- 
Card, Visa,  American  Express,  or  send  check  or  Money 
Order  including  $2.90  shipping  and  handling. 


BEAClHllilAir 

"The  War  Gamelb  End  All  War  Games!" 


/ 


.^ 


»'^-«r. 


"U- 


V*' 


^ 


\    I 


■  r- 


I  i 


'Actual  multi-screen  action  included  in  BEACH-HEAD 


m  ...lii^' 


NEUTRAL  ZONE   SPRITEMASTER      SPELL  NOW 


As  chief  commander  of  land  and  sea  forces  in  the 
Pacific,  your  mission  is  to  obtain  a  quick  naval  victory 
and  invade  enemy  territory  with  your  land  forces. 
Beach-Head  is  a  100%  machine  language  game  and 
offers  multiscreen  action  with  high  resolution,  three 
dimensional  graphics 

•Suggested  Retail  Price  $34.95 

Luok  lo  Access  Software  for  a  complete  line  of  action  and  educational  programs  such  as: 

Available  for  Commodore  64*  Atari* 


RAID  OVER 
MOSCOW 


THE  SCROLLS 
OFABADON 


MASTER 
COMPOSER 


'"^sjs:  Software  incorporated 

925  East  900  South  SLC  Utah  84105  (801)  5321 134 
"Commodore  64"  is  a  trademark  of  Commodore  Electronics  Ltd.  "Atari"  is  a  registered  trademark  of  Atari.  Inc. 


COMING  ADVENTURES 

continued  from  pase  30 

of  a  Dictator,  a  Rock  Star,  a  Scientist 
and  a  Poet.  When  you  get  baclc  to  the 
primal  level  of  history,  find  the 
mystical  wheel  of  wisdom  and  bring 
it  back  with  you.  The  journey  starts 
with  you  as  the  Rock  Star,  perform- 
ing at  a  huge,  unruly  concert  and 
threatened  by  violent  thugs. 

I  was  able  to  move  a  little  way  into 
a  couple  of  other  minds  from  this 
rock  concert  setting,  and  the  imagery 
is  definitely  something  out  of  Dante's 
Inferno. 

GIANT  ROCKETSHIP 

Essex  is  a  somewhat  unevocative  title 
for  the  final  adventure  in  this  first 
batch  of  Electronic  Novels.  Actually, 
the  Essex  is  a  giant  rocketship  that's 
under  attack  from  mysterious  inter- 
planetary saboteurs.  As  the  game 
starts,  you  stumble  across  a  murder 
and  get  a  cryptic  message  to  pass  on 
to  the  captain. 

I  managed  to  get  aboard  the  Essex 
just  as  it  was  blasting  off.  But  before 
long  I  was  bogged  down  trying  to 
figure  out  how  to  use  the  computer- 
ized transpoiter  systems  and  make  my 
way  to  the  bridge  via  the  rocket's  vast 
multiple  levels  of  corridors. 

This  game  provided  an  excellent 
example  of  what  Synapse  calls  the 
"asynchronous  universe"  feature — 
which  translates  to  random  events.  As 
you  try  to  find  your  way  around  the 
rocket,  you  regularly  ran  into  a  mixed 
group  of  humans  and  non-humans 
who  say  different  things  at  different 
meetings.  Sometimes  you  could  ob- 
tain valuable  clues  by  speaking  to 
these  beings,  at  other  times  you  just 
got  a  joke  punchline. 

Similar  randomizing  showed  up  in 
Mindwheel  several  ways.  The  rock 
concert  crowd  would  start  yelling 
song  requests  or  throwing  souvenirs 
every  once  in  a  while.  If  you  got  into 
a  duel  with  the  thug,  you'd  choose 
your  weapon  from  one  of  three  sealed 
boxes.  But  at  various  times  the  same 
box  might  contain  either  a  magic  talis- 
man or  a  pizza. 

TALK  TO  CHARACTERS 

A  lot  of  the  data  you  need  for  advanc- 


ing in  these  games  is  obtained  by  talk- 
ing to  characters.  The  effect  can  be 
eerily  like  a  real  dialog  at  times, 
though  in  other  sequences  it  becomes 
obvious  that  this  technique  is  still  in 
its  infancy. 

It's  going  to  be  a  real  challenge  for 
authors  to  suggest  to  game  users  when 
to  start  a  dialog  with  the  other  charac- 
ters, without  being  overly  obvious 
about  it.  The  situations  here  are  some- 
what more  subtle  than  the  earlier  gen- 
eration of  text  adventures  where 
you'd  be  going  down  a  murky  tunnel 
and  see  a  giant  spider  ahead. 

In  Mindwheel,  for  example,  a 
bodyguard  approaches  you  and  says 
something  Uke,  "If  you'd  care  to  come 
with  me  to  the  green  door,  I  might 
have  something  interesting  to  tell 
you." 

Naturally,  the  longer  inputs  mean 
you  must  do  more  typing  than  if  you 
were  simply  entering  N,  or  GET 
LAMR  Synapse  is  still  trying  to  sim- 
plify the  response  format  before  re- 
lease. At  the  moment,  you  could  get 
an  answer  by  typing  in  as  little  as: 

doc  "who  am  i 

In  response,  you'd  see; 

Doctor  Virgil  looks  at  you  and  says, 
"You're  the  first  person  whose  brain 
wasn't  fried  by  the  machine."       Q 


MANUFACTURERS  OF 
THE  GAMES  DESCRIBED 
IN  THIS  ARTICLE 

Alternate  Reality 
Marsten  Systems  Development 
1158  Villase  Drive 
Belmont,  CA  94002 


Electronic  Novels 
(Mindv/heel,  Essex,  etc.) 
Synapse  Softv/are 
5221  Central  Avenue 
Richmond,  CA  94804 
(415)527-7751 
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Always  the  Lowest  Prices  on  the  Finest  Quality 
at.  .  .  COMPUTER  CREATIONS 


A 

ATARI 


ATARI  HOME  COMPUTER 

ATARI  600"  Home  Computer  (1  6  K  RAM) CALL  FOR 

ATARI  800XL'"  Home  Computer  (64K  RAM) UPDATED  PRICES 

DISK  DRIVES 

RAN  A  1 000   

•IRAK  AID  2  (Single/Double  Density/Parallel  Int.  2K  Buffer 

■TRAK  AID  4  (Dual  Drive)  CALL 

TRAK  CHAMP FOR 

TRAK  (352)  . , . , UPDATED 

•INDUS  GT (Free  Software)    PRICES 

ASTRA  1 620   

ATR-8000  

HAPPY  ENHANCEMENT  for  Atari  810  and  1050  Disl<  Drives  .... 
MY-DOS  for  ATR-BOOO   

ATARI  ADDITIONAL  EQUIPMENT 

ATARI  1010"  Program  Recorder  

ATARI  1020"  40-Column  Color  Printer/Plotter 

ATARI  1 025"  80-Column  Printer   CALL 

ATARI  1 027'"  Letter  Quality  Printer FOR 

ATARI  1030'"  Direct  Connect  Modem   UPDATED 

ATARI  1050"  Disk  Drive PRICES 

CX77  ATARI  Toucti  Tablet" 

•Screen  Dump  Program  FREE!!  VKitti  purchase  of  CX77 


HARDWARE  COVERS 

ATARI  1010 6.95 

ATARI  1200 6.95 

ATARI  1025  6.95 

ATARI  600XL    6.95 

ATARI  1050 6.95 

ATARI  aoOXL    6.95 

ATARI  1027  6.95 

GEMINI  10X   6.95 

GEMINI  15X   7.49 

POWERTYPE    6.95 

DELTA-15 7.49 

RANA  1000  6.95 

INDUS  6.95 

TRAK    6.95 

INQUIRE  FOR  OTHERS 

RAM  (MEMORY)  BOARDS 

Microbits64K(600XL) 
Expansion  $89.95 


DISKETTE/CARTRIDGE/ 
CASSETTE  FILES 

Flip'N'  File  10  3.95 

Flip'N'  File  15  6.95 

Data  Defender 16.99 

Flip'N' File/Ttie  Original  ...  16.95 

Disk  Bank   3.99 

Colored  Library  Case  2.99 

Disk  Bank/5  (holds  50)    ....  12.99 

Power  Strip  (6  outlet)  16.95 

Lineguard  Spike 

Suppressor  1 3.99 

Disk  Drive  Cleaning  Kit  ....  11.99 
Ring  King  Wallet 

(holds  10  disks) 4.99 

Ring  King  Wallet 

(holds  20  disks) 7.99 


AUTHORIZED  SERVICE  CENTER 
ATARI  •  TRAK 

STAR  MICRONICS  (GEMINI) 

Call  for  prices  and  services. 


ATARI  LEARNING 
PHONE  SYSTEM 

SYSTEM  I  SYSTEM  II 

Atari  1030  Modem  Learning  Phone  Cartridge 

Learning   Phone  Cartridge     Anchor  Mark  XII  Modem 

{W\th  R-Verter 
$159 $349 

GENERIC  DISKS     ^     ^PRIC^I^ 

Generic  100%  Defect-Free/Guaranteed  Mini-Floppy  Disks 

Diskettes  (1  Box  Minimum)  ■  10  Per  Box 

SS/SO      SS/DD      DS/DD 

lor  2  Boxes    15.49       15.99       19.99 

3- 9  Boxes    14.49       14.99       18.99 

10+ Boxes    13.99       14.49       17.99 

Bulk  Diskettes  with  Sleeves  ■  Price  per  Disk 

CALL*                                          SS/SD       SS/DD  DS/DD 

DEALER                        10-29       1.45          1.49  1.89 

INQUIRIES                    30-99       1.35          1.39  1.79 

INVITED 100-1-         1.29          1.35  1.69 

PRINTERS 

•GEMINI  10X(80  Column) 269.00 

•GEMINI  15X(136  Column)   399.00 

•DELTA  1 0  (80  Column)   41 9.00 

•RADIX  1 0  (80  Column) 639.00 

•RADIX  15(136  Column)   749.00 

•POWERTYPE  Daisywheel   379.00 

EPSON  RX-80  (80  Column) 339.00 

EPSON  RX-80  FT  (80  Column) 469.00 

EPSON  FX-80  (80  Column)  499.00 

EPSON  FX-1 00  (136  Column)   74900 

OKIDATA92P   449^00 

EPSON  RX  100(136  Column)   ,,  439.00 

TTX  LETTER  Quality  Printer  (includes  Tractor  Feed)   359.95 

PRINTER  INTERFACE  CABLES 

APE  FACE  with  serial  port  69.00 

MPP-1150  Parallel  Printer  Interface  69.00 

PRINTER  RIBBONS 

GEMINI  Printers  (Black/Blue/Red/Purple)   3  00 

EPSON  Printers  8^95 

MONITORS 

Sakata  SC  1 00  Color  Screen  239.00 

Sakata  Green  Screen 99  00 

Sakata  Amber  Screen   f  09. 00 

Monitor  Cable  1 0.00 

Sanyo  1 2"  Green  Screen  79.95 

Sanyo  1 2"  Amber  Screen 79.95 

Sanyo  Color  Screen  229  95 

Sanyo  9"  Green  Screen   69.95 

MODEMS 

MPP-1000C  Modem 114.95 

Signalman  Mark  XII  Modem  259.95 

Mark  X  with  R-Verter  159.95 


To  order  call  TOLL  FREE 

1-800-824-7506 


ORDER  LINE  ONLY 


COMPUTER  CREATIONS,  Inc. 

P.O.  Bo  292467  -  Dayton,  Ohio  45429 

For  information  call:  (513)  294-2002  (Or  to  order  in  Ohio) 

Order  Lines  Open  -  8:30  a.m.  to8:00  p.m.  Mon.-Fri.;  10:00  a.m.  to4:00  p.m.  Sat.  (Eastern  Standard  Time).  FREE  Catalog  with  each 
order.  Mmimum  $10  per  order.  Prepaid  Money  Order-  Free  Shipping  MasterCard  -  Visa-  C.O.D.  (Add  $2.50)  All  orders  add  $3  SO 
shipping  and  handling  in  Continental  United  States.  Actual  freight  will  be  charged  outside  U.S.  to  include  Canada  Alaska,  Hawaii 
Puerto  Rico.  Price  is  subiect  to  change  without  notice.  Call  for  update  prices  and  availability  of  product.  Ohio  residents  add  6%  sales 
tax.  AP.O.  freight  $10.00. 


FOR 
ALL 
ATARI  COMPUTERS 


BEST  SELLERS  FROM 
THE  PROGRAMMERS  WORKSHOP 


TWO  DRIVES  FOR 
THE  PRICE  OF  ONE 

THE 

ASTRA 

1620 

MORE  DISK  DRIVE  FOR  YOUR  MONEY  ... 

In  fact,  with  the  ASTRA  1 620,  you  get  two  superb  Disk 
Drives  for  the  price  of  one.  The  ASTRA  1620  is  Single 
or  Double  Density  (software  selectable)  and  completely 
compatible  with  ATARI  DOS  or  OSA  +  DOS.  When 
used  as  Double  Density,  the  ASTRA  1620  has  the 
same  capacity  as  Four  ATARI  810®  Disk  Drives. 
*  Satisfaction  Guaranteed  -k 


INCLUDED:  at  no  extra  charge 

Any  Program  Listed  on  this  Page  Plus  SMARTDOS. 


THE  HOME  WRITER  $39.00 


The  HOME  WRITER  is  an  easy  to  use  word  proces- 
sor which  includes  a  carefully  selected  group  of  func- 
tions that  are  at  your  disposal  immediately.  The  func- 
tions are  as  follows:  SAVE,  LOAD,  REVIEW,  PRINT- 
OUT, or  EDIT.  All  the  popular  editting  features  avail- 
able on  the  ATARI  Home  Computer  in  direct  prog- 
ramming mode  are  also  available  with  HOME  WRIT- 
ER. Unlike  other  small  word  processing  programs, 
HOME  WRITER  does  not  wrap-around  when  at  the 
end  of  a  line.  Right  and  left  margin  justification  is 
available  for  any  type  parallel  printer.  48K. 


FILING  SYSTEM  $39.00 


FILING  SYSTEM  allows  the  user  to  configure  any 
type  of  data  file  imaginable.  Examples  are  recipe 
cards,  mail  lists,  reminders  for  birthdays,  check-ups, 
etc.,  complete  inventories  (home  and  business), 
personnel  files,  customer  call-ups,  price  list,  and 
much,  much  more.  You  may  retrieve  data  using  any 
field  or  combination  of  fields.  Files  also  may  be 
saved,  sorted,  and  printed  in  a  preset  format  that  you 
configure.  Uses  either  a  single  or  a  double  density 
disk  drive.  24K  minimum. 


THE  PROGRAMMERS  WORKSHOP 

5230  Clark  Ave.,  Suite  19 
Lakewood,  CA  90712 

(213)  920-8809 


DESK  SET  $39.00 


DESK  SET  is  a  perpetual  calendar,  an  appointment 
calendar  and  also  a  card  file.  The  perpetual  calendar 
is  a  calendar  of  every  month,  past,  present  or  future. 
The  appointment  calendar  allows  up  to  15  entries  to 
be  made  each  day.  The  card  file  is  a  mail  list  program 
which  holds  up  to  200  addresses.  The  printing  format 
of  card  file  includes  continuous  lists,  labels  or  en- 
velopes. Files  can  be  printed;  all  the  files  from  one  file 
number  to  another;  by  zip  code;  by  state  or  by 
selected  files.  DESK  SET  is  an  easy  way  to  organize 
your  life.  40K 


FINANCIAL  CALCULATOR  $29.00 


The  program  answers  virtually  any  questions  con- 
cerning the  cost  of  money,  loans,  and  interest  earned 
on  savings,  loans  and  investments.  Plus,  this  pro- 
gram will  give  a  complete  interest  earned  table  and 
amortization  table.  This  program  is  a  must  for  anyone 
serious  about  money.  32K. 


SMARTDOS 


SMARTDOS  is  100%  density  smart.  SMARTDOS  will 
sense  the  density  of  each  disk  in  use  and  automatically 
reconfigure  the  entire  system  to  that  density. 
SMARTDOS  does  not  require  that  a  "system  disl<"  has  to 
remain  in  the  drive,  or  be  continually  inserted  and  re- 
moved in  order  to  use  the  DUP.SYS  commands. 
With  SMARTDOS  you  may  Copy  with  query,  (eliminates 
specifying  each  item  individually). 

Counter  screens  -  which  keeps  the  user  informed  as  to 
what  the  system  is  doing  and  where  in  the  task  the  sys- 
tem is. 

Disk  testing  for  bad  or  unusual  sectors  that  may  be  cor- 
rected. 

RESIDUP  feature  allows  simple  yet  powerful  full  time 
availability  of  DUP.SYS  commands  while  leaving  your 
program  intact  and  ready  to  RUN. 

Minimum  keystrokes  for  maximum  power,  e.g.  a  disk  di- 
rectory is  done  by  pressing  only  one  key  -  the  drive 
number  (great  for  filesearches),  and  "  =  "  may  be  used  to 
replace  *.*. 

The  ability  to  run  from  1  to  9  autorun  files  sequentially. 
Built  in  disk  drive  speed  check. 

SMARTDOS  is  only  34  single  density  sectors  long  and 
works  with  all  Atari  computers  with  a  minimum  of  24K 
RAM. 


OTHER  PROGRAMS 


Billing/Inventory  48K 

Stat  Plus  24K  Min 

Forecaster  24K  Min 
Disk  Fix  Kit 

Master  Mail  List  48K 

Letter  Writer  24K 

Letter  System  48K 

Doom  and  Boom  Tycoon  24K 

Word  Wiz  24K 

Demons  Dungeon  24K 

4  Player  Blackjack  24K 
Drawing  Board 


$49.00 
$29.00 
$29.00 
$29.00 
$19.00 
$19.00 
$29.00 
$19.00 
$19.00 
$19.00 
$14.95 
$14.95 


_      VISA/MasterCard,  check  or  money  order  accepted.  If  charge,  please  Include  expiration  date  of  card.  Shlp- 
TO    ORDER:   pmg  and  Handling  software  $1.50,  disk  drive,  $10.00.  California  residents  add  sales  tax.  Phone  or  mail. 

■   ATARI  is  a  registered  trademark  o)  Warner  Communications 


We  Solved 
8  Intocoms 

C  .  .  4  of  them  in  a  single  week) 


by  BETT  LONG  and  CHUCK  LANDGRAVER 


Belt  Long  wrote  Antic  a  letter  after 
reading  the  adventure  game  article 
in  our  August  issue  (p.  44)  and  men- 
tioned that  she  and  her  son  had 
solved  eight  Infocom  all-text  adven- 
tures. We  were  fascinated,  never  hav- 
ing heard  of  anybody  who  had  actu- 
ally completed  that  many  adven- 
tures. So  we  promptly  wrote  back  to 
Bett  and  asked  her  to  send  us  an 
article  about  her  experiences  in  time 
for  the  deadline  of  our  annual 
adventure  issue  .  .  . 

This  story  arrived  in  three  weeks 
under  a  double  byline.  Here's  what 
Bett  Long  wrote  us  about  herself.  "I 
was  hooked  on  Infocom  by  Chuck 
Landgraver,  my  bachelor  son  who 
does  something  in  experimental 
nuclear  power  in  the  Idaho  desert, 
lam  a  retired  Ohio  widow  who  does 
grandmotherly  things  when  I  must. 
Last  month  Chuck  and  I  spent  six 
days  in  Infocom  and  five  days  gam- 
bling in  Reno.  We  can't  decide  which 
part  of  the  visit  was  better." 

—ANTIC  ED 

During  a  six  day  visit  we 
I  finished  Deadline,  Infi- 
del, PlanetfaU  and  The 
Witness.  We  had  previ- 
ously done  Zork  I  and  Zork  II,  Star- 
cross  and  Enchanter  by  mail  and 
phone. 

We  spent  eight  to  50  hours  on  each 
program,    including    studying    the 


print-outs  and  tallcing  or  thinking 
about  a  problem. 

Zork  I  was  our  introduction  to  Info- 
com. Despite  previous  text  adventure 
experience,  this  took  about  50  hours. 
Mapping  the  maze  was  aknost  im- 
possible because  the  thief  stole  articles 
we  dropped  as  markers.  Draining  and 
filling  the  reservoir  was  satisfying 
while  we  were  stuck  badly  and 
needed  something  to  do.  We  knew 
were  were  making  progress  when  we 
got  in  and  out  of  the  Machine  Room. 
Zork  II  was  more  of  the  same,  but  it 
was  easier  and  not  quite  as  much  fun. 
Going  up  the  volcano  was  worth  the 
trip.  Getting  in  and  out  of  the  Bank 
Vault  and  into  the  workshop  were  the 
biggest  headaches.  Zork  III  awaits  on 
the  shelf. 

ZIFMIA  GOD 

Enchanter  was  like  reading  a  fasci- 
nating book  and  having  the  power  to 
make  it  end  well.  Some  enchantments 
were  easy  to  control,  some  took  much 
time  and  thought.  The  "kulcad"  scroll 
was  the  most  difficult  and  satisfying 
to  get.  We  passed  the  "Guarded 
Door"  repeatedly  for  comic  relief.  Be 
sure  to  "zifmia"  God.  Remember  your 
dreams  and  speak  to  everyone,  in- 
cluding the  animals.  There  are  17 
ways  to  die  and  at  least  one  is  vital  to 
the  solution.  This  is  one  of  our  two 
favorites.  Our  peek  into  the  sequel. 
Sorcerer,  shows  promise  it'll  be 
equally  good. 


The  authors  (in 

sunglasses)  amid 

some  of  the 

friendiy  folks  they 

met  while  solving 

eight  Infocom 

adventure  games. 

continued  on  page  38 
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Deadline  and  The  Witness  are  mys- 
teries where  we  became  the  detec- 
tives. We  had  to  be  in  the  right  place 
at  the  right  time.  Events  that  took 
place  out  of  our  sight  were  lost.  We 
"saved"  endlessly  and  had  good  luck. 
Deadline  was  more  complex  but  we 
appreciated  the  hard-boiled  "Philip 
Marlowe"  flavor  of  The  Witness.  Talk 
to  everyone  and  examine  everything 
for  clues.  You  will  be  surprised  at 
what  people  will  tell  you  under  dif- 
ferent circumstances.  The  back- 
grounds are  detailed  and  realistic. 

Flying  across  the  center  of  the 
"Artifact"  in  Starcross  is  a  real  adven- 
ture. We  had  some  serious  holdups  in 
this  game  so  it  took  nearly  as  long  as 
Zork  1.  The  hardest  part  was  making 
the  round  trip  to  and  from  the 
weasels'  vessel  alive.  A  large  part  of 
the  game  was  deciding  what  to  do 
with  all  the  rods.  The  most  satisfying 
puzzle  was  learning  to  follow  the 
compulsively  neat  maintenance 
mouse  into  the  mouse  holes.  Another 
problem  was  persuading  the  bored 


Gurthark  to  accompany  us.  Being  re- 
warded with  the  title  "Galactic  Over- 
lord" pleased  us  sci-fi  buffs. 

Planetfall  is  probably  our  all-time 
favorite.  We  had  a  lump  in  the  throat 
when  Floyd  the  robot  sang  "The 
Ballad  of  the  Star-Crossed  Miner". 
Floyd  was  entertaining  and  surpris- 
ingly helpful.  The  giant  microbe  was 
our  worst  pitfall.  It  took  an  embarras- 
sing amount  of  time  to  get  rid  of  that 
big  bug. 

Infidel  was  an  old-fashioned  adven- 
ture. We  became  an  unscrupulous 
selfish  second-rate  archaeologist.  (It 
might  be  slightly  uncomfortable  for 
nice  people.)  We  spent  about  eight 
fast-paced  hours  on  Infidel.  One  of  us 
anticipated  Egyptian  technology  and 
the  other  is  a  cryptology  fiend  who 
decoded  the  hieroglyphics.  The  pro- 
gram was  very  orderly  and  ended 
suitably. 

OUR  ADVICE 

Our  best  advice  is  to  map  and  docu- 
ment carefully.  A  printer  makes  solv- 


ing a  little  easier 

Study  the  packaging  thoroughly 
before  beginning  and  refer  back  oc- 
casionally for  hints  which  become 
obvious. 

Most  items  you  take  have  one  pur- 
pose but  in  one  game  we  needed  a 
piece  of  equipment  in  three  different 
locations. 

Try  anything.  Read  everything  the 
computer  tells  you.  An  answer  may 
amuse  or  insult  you,  or  be  just  what 
you  hoped  for.  A  slight  variation  in 
computer  response  is  usually  an  im- 
portant clue. 

When  you  begin,  explore  only. 
When  you  can  gather  what  you  think 
you  will  need  and  are  ready  to  be 
serious,  make  a  "good  save"  in  as  few 
moves  as  possible.  Don't  save  over  this 
because  some  of  your  later  choices  are 
irrevocable.  After  that,  save  frequently 
as  suggested  in  the  instructions. 

If  you  are  lucky  you  will  find  an 
imaginative  friend  who  is  willing  to 
give  up  a  normal  life  to  adventure 
with  you.  Q 


INTRODUCING 

the  NEW    I  Z,      ~~" 

flSTRR200f  I 

Double  Density  Double  Disc  Drive  1 

D  More  Reliable  i| 

D  Quieter  Operation 

D  Faster  Read  Write 

n  More  Capacity  (360  K      ' 

BN/tes) 
n  Easier  Data  Read 


ALL  THIS  WRAPPED  UP 
IN  ONE  AHRACTIVE  UNIT 


-X^flSTRR  SVST6MS 


2500  S.  FAIRVIEW,  UNIT  L 

Coll  (213)  804-1475  1t^ 


SANTA  ANA,  CA  92704 

viHji  i'n\oiost  dooler. 


38 


ANTIC,  The  Atari  Resource 


New  Low  Price 
S149.95 


mpp-ioooc 


Direct  Connect  to  Phone  Line 

No  Atari  850'" Interface 
Module  Needed 

Includes  AC  Adapter/ 
Power  Supply 

Free  CompuServe  DemoPak^'^ 

1  year  warranty 

Connects  to  Joystick  Port 

Works  on  ALL  Atari  Computers 


SOPHISTICATED 
SMART  TERMINAL 
SOFTWARE  ON  CARTRIDGE 

FEATURES: 

Supports  XMODEM  Protocol 
ASCII /ATASCII  Translation 
Allows  Transfer  of  Files 
Larger  than  Memory 
Upload/ Download  of  Text 
and  Programs 
100%  Machine  Language 


Multiple  Buffers 
Off-Line  Editing 
Variable  Baud  Rate 
Parity  Options 
Full/Half  Duplex 


Only 
S99.95 


Replaces  Atari  SSO'""  Interface  Module 

Compatible  with  all  software 

3  foot  cable  with  Centronics  plug 
(compatible  with  Epson,  NEC,  Prowriter,  etc.) 

2  year  warranty 

Connects  to  serial  bus  on  computer 

Daisy  chains  with  other  Atari  peripherals 

Works  on  ALL  Atari  Computers 


Atari  850,  THE  SOURCE,  and  CompuServe  DemoPak  are  trademarks 
oi  Atari,  Inc,  Readers  Digest  and  CompuServe. 
kMicrobits  is  not  affiliated  witti  Atari,  Readers  Digest  or  CompuServe. 


mmm 


7^  urn  on  your  Atari  and  prepare 
to  earn  your  wings  with  a 
MicroProse  flight  simulation 
program.  Pilot  a  realistic  light 
plane  across  the  USA  or  climb  into  a 
jet  fighter  and  take  part  in  an  accurate 
recreation  of  one  of  history's  most 


colorful  air  battles. 

Sid  Meier  and  John  W.  (Bill)  Stealey, 
co-founders  of  MicroProse  Software, 
drew  on  their  own  aviation  experi- 
ences to  create  nearly  a  dozen  success- 
ful simulation  games. 

"We  spend  better  than  a  man-year 


of  work  creating  each  of  these  simu- 
lations," Stealey  said.  The  games  are 
developed  in  SidTran,  a  computer 
graphics  language  developed  by 
Meier 

Hellcat  Ace   and   Spitfire   Ace 
($29.95),  Mig  Alley  Ace  and  F-15 
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strike  Eagle  ($34.95)  are  joystick- 
controlled  flight  simulations  that  each 
realistically  duplicate  an  actual  air- 
craft's speed,  and  maneuverability. 
The  simulated  planes  climb,  dive,  roll 
and  loop  just  as  quickly  as  the  aircraft 
they're  modeled  after  Even  the  instru- 
ment panels  are  similar  For  example, 
many  of  the  F-15's  new  computerized 
displays  and  avionics  are  included  in 
MicroProse's  F-15  Strike  Eagle  game. 
Spitfire  Ace  puts  you  in  the  cock- 
pit of  a  British  fighter  during  'World 
War  Two.  Mig  AUey  Ace  takes  place 
during  the  Korean  War,  and  gives  you 
a  choice  of  battlefields  and  aircraft. 
These  aircraft  include:  an  F-80  Shoot- 
ing Star,  an  armed  C-119  cargo  trans- 
port, an  F9F  Panther,  an  ¥-84 
Thunderjet  and  an  F-86  Sabrejet. 


Bill  Stealey  of  Microprose 


developed  Solo  Flight  ($34.95).  This 
real-time  flight  simulator  puts  you 
behind  the  joystick  of  a  small,  single- 
engine  private  plane.  And  it's  realistic 
enough  to  be  used  for  practice  by  stu- 
dent pilots. 

Levels  of  difficulty  in  Solo  Flight 
range  from  flying  over  flat  terrain  in 
clear,  calm  weather  to  navigating 
through  dense  clouds  over  wind- 
swept mountains.  You  can  practice 
taking  off  or  landing  in  your  choice 
of  conditions  too. 

Once  you're  comfortable  flying  in 
aU  types  of  weather,  you  can  advance 
to  the  mail  delivery  option. 

The  Solo  Flight  airplane  features 
retractable  landing  gear,  brakes,  three- 
position  flaps,  an  Instrument  Landing 
System  (ILS),  dual  VORs  (radio  naviga- 


REAL  PILOTS 

Stealey,  an  Air  Force  Academy  grad- 
uate, helped  train  more  than  200 
pilots  to  Fly  T-37  jets.  He  has  also 
piloted  massive  C-5A  Galaxy  cargo 
planes  in  the  United  States  and 
Europe.  Today,  Stealey  flies  A-37  jets 
for  the  Pennsylvania  Air  National 
Guard's  103rd  Tactical  Air  Support 
Squadron.  He  has  logged  over  3,000 
hours  in  the  air. 

Meier  has  been  writing  Atari 
simulation  games  since  1982.  His  first 
game.  Hostage  Rescue,  is  a  simulation 
of  the  1980  Iranian  Hostage  helicopter 
rescue  attempt.  Meier  and  Stealey  met 
at  an  Atari  user's  group  meeting. 

Most  recently,  Meier  and  Stealey 


tion  equipment),  and  realistic  altitude 
and  airspeed  indicators. 

SIMPLE  FLYING 

Though  the  Solo  Flight  aircraft  simu- 
lates a  sophisticated  light  plane,  it  is 
simple  to  fly.  Even  keyboard  pilots 
who  ignore  the  instruction  booklet 
should  have  little  trouble  staying  aloft. 
The  bottom  half  of  the  game's 
screen  reproduces  instrument  panel 
data.  However,  the  top  half  is  not  the 
view  from  the  cockpit  window.  In- 
stead it's  a  rear  view  of  the  aircraft 
superimposed  on  the  horizon.  Depth 
is  gauged  by  comparing  the  size  of  this 
aircraft  to  the  sizes  of  runways  and 
other  nearby  ground  checkpoints. 


Whenever  the  aircraft  descends 
below  600  feet,  its  altitude  can  also 
be  judged  by  the  shadow  it  casts  on 
the  ground.  This  shadow  appears 
even  when  the  sky  is  gray  and 
overcast. 


HiSoT  aroeo  ceii-iiooon  i/is^s 
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The  Solo  Flight  plane's  instrument 
panel  substitutes  digital  readouts  for 
most  of  the  dials  found  on  standard 
instrument  panels.  Pitch  angle,  flap 
setting,  heading,  rate-of-climb,  and 
bearing  from  VOR  navigation  stations 
are  all  seen  on  digital  displays.  Though 
the  Solo  Flight  altimeter  looks  like  a 
standard  altimeter,  it  skips  the  "8"  and 
"9"  positions. 

Simulated  aeronautical  charts  of 
Kansas,  Colorado  and  Washington  are 
included  in  the  Solo  Flight  package. 
Each  chart  contains  diagrams  of  seven 
airports  and  two  VOR  stations.  Several 
approach  plates  are  also  included.  At 
the  close  of  your  flight,  the  game  is 
also  able  to  plot  your  course  on  a  map. 

"From  delivering  the  mail  to  shoot- 
ing down  enemy  fighters,  each  one  of 
our  simulation  programs  is  based  on 
complex  real-life  experiences,"  Stealey 
said,  "and  our  programs  put  you  in 
the  middle  of  those  experiences.  We 
want  you  to  have  fun  while  you  feel 
what  it  would  be  like  to  be  a  jet  fighter 
pilot." 


Microprose  Software 
10616  Beaver  Dam  Road 
Hunt  Valley,  MD  21030 
(301)  667-1151 
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You  awaken  with  a  headache  and  total 
amnesia.  You  don't  know  where  you 
are  or  even  what  your  name  is.  And 
what  is  this  strange  power  you  now 
possess?  Every  time  you  use  it,  you 
hear  a  loud  noise!  You  would  like  to 
move  around  and  find  out  more,  but 
there's  a  small  problem.  Monsters  are 
everywhere  and  they're  trying  to 
kill  you!  Welcome  to  Adventure 
Island  .  .  . 

This  game  combines  elements  of 
fantasy  role-playing  and  text  adven- 
tures. Discovering  your  identity  is  the 
mystery  you  must  solve.  Meanwhile, 
you're  a  fighter  seeking  treasure,  ex- 
ploring caves,  and  doing  battle  with 
multitudes  of  monsters. 

If  you  haven't  played  fantasy  role- 
playing  games  such  as  Ultima  and 
Temple  of  Apshai  before,  you  should 
know  about  the  relationship  between 
experience  and  hit  points.  As  you 
travel  about  in  the  game,  you'll  en- 
counter many  monsters — at  which 
time  you  usually  have  the  option  of 
fighting  or  running.  If  you  fight  and 
vanquish  an  enemy,  you  gain  experi- 
ence points.  However,  each  time  the 
enemy  strikes  you,  you  lose  hit  points 
— which  indicate  how  much  more 
damage  you  can  survive.  You  die 
when  you  have  less  than  one  hit 
point.  Higher  experience  levels  bene- 
fit you  primarily  by  increasing  your 
maximum  hit  points.  A  visit  to  the  inn 
restores  your  hit  points  to  full  level. 

GETTING  STARTED 

Type  in  the  listing,  check  it  with 
TYPO,  and  SAVE  two  copies,  one  for 
a  backup.  When  the  game  starts, 
you'll  be  asked  if  you  want  to  restart 
an  old  game.  The  first  time,  type 
[N][RETURN].  Then  you're  asked  for 
an  experience  level.  Start  with  a  level 
of  1.  You're  likely  to  be  killed  right 
away,  but  you  can  always  reincarnate 
your  character  to  restart  the  game. 
When  you're  killed,  if  you've  earned 
enough  experience  points  by  killing 
monsters   and   collecting    treasure, 


ADVEN 

l$LA 


by  ROBERT  LEE 


you'll  automatically  advance  a  level 
when  you  restart. 

After  you  enter  your  experience 
level,  the  program  will  randomly 
generate  values  between  6  and  18  for 
your  character's  six  traits — the  higher 
the  value,  the  better  Strength  is  im- 
portant for  attacking  monsters  and 
gaining  experience.  Constitution  af- 
fects your  initial  number  of  hit  points. 
Intuition  is  useful  in  finding  and 
examining  objects,  while  intelligence 
is  necessary  to  locate  exits.  Speed 
determines  whether  you  or  the  mon- 
ster gets  the  first  blow,  and  visage 
determines  the  likelihood  of  your 
being  chased  by  monsters. 

Here's  a  list  of  commands: 

N  North 

S  South 

E  East 

W  West 

X  Examine  everything 

(look  around) 

G  Get 

D  Drop 

I  Inventory  and  Status 

F  Try  it!! 

A  Attack  with  sword  or  thrust 

with  spear 

T  Throw  spear 

FP  Fire  poison  arrow 

FS  Fire  silver  arrow 

ET  Eat 

DK  Drink 

QT  Quit 

SG  Save  Game 

Any  other  key,  including  [RETURN] 
alone,  gives  you  the  above  list. 

USING  COMMANDS 

Use  Get,  Drop,  Eat,  and  Drink  com- 
mands without  an  object.  You'll  be 
prompted  to  enter  the  object,   at 


which  you  must  type  in  the  exact 
name,  or  the  program  won't  recognize 
the  object.  The  computer  signals  you 
audibly  two  moves  and  one  move 
before  you  must  eat  and  drink.  Be- 
ware of  every  object  you  see  or  touch. 
Magic  items  are  used  just  by  touching 
them,  and  their  effects  can  be  subtle. 

When  you  Attack,  the  program  first 
checks  your  inventory  for  a  magic 
sword,  a  plain  sword,  or  a  spear,  in 
that  order  If  you  have  any  of  these, 
an  attack  is  attempted.  Monsters  attack 
only  one  at  a  time,  even  if  there  are 
more  than  one,  and  you  may  fight 
them  only  one  at  a  time. 

Inventory  tells  you  what  you're  car- 
rying and  how  many  hit  points  you've 
left.  You  can  carry  only  ten  items  at 
a  time,  although  the  amount  of  gold 
pieces  (gp)  you  can  hold  is  unlimited. 

Although  you're  always  informed 
of  visible  objects  and  exits  when  you 
enter  a  room.  Examine  lets  you  check 
this  again.  Note  that  this  information 
can  change  randomly  during  a  game. 

Command  F  is  your  secret  power — 
one  of  the  game's  dark  secrets.  You 
should  know  what  it  is  by  game's  end. 

\bu  can  save  a  game  on  disk  or  cas- 
sette. Saving  on  cassette  takes  about 
two  minutes.  Game  storage  on  disk 
uses  a  file  called  AI.DAT,  so  make  sure 
you  don't  have  a  file  with  this  name 
already  on  your  disk,  or  it  will  be 
erased.  Happy  hunting! 

Robert  Lee  is  a  medical  student  who 
has  been  programming  in  BASIC  for 
several  years.  His  special  interest  is 
adventure  games.  v« 

listins  continued  on  page  53.^ 
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same  of  the  month 

BASIC  text  adventure  with  a  sci- 
ence-fiction theme.  The  program  re- 
quires 16Kfor  cassette  and  24Kfor 
disk,  and  rutis  on  all  Atari  com- 
puters. Antic  Disk  subscribers,  RUN 
"D.ADVENTX5.BAS". 


D.  CASTEN 


You're  the  sole  crew  member  aboard 
the  Advent  X-5,  a  space  ship  designed 
to  transport  small  animals.  Your  most 
recent  mission  was  to  take  some  ani- 
mals to  a  planet  called  Klybex-6  to  test 
their  reactions  to  its  thick  atmosphere 
and  low  gravity.  But  on  the  way  to 
Klybex-6,  a  meteor  storm  forced  you 
to  crash-land  the  Advent  X-5  on 
Klybex-7. 

You're  now  stranded  on  the  ship, 
and  must  get  to  the  emergency  shuttle 
craft  and  blast  off  to  the  nearest  star 
base  .  .  . 

Type  in  the  listing,  check  it  with 
TYPO,  and  SAVE  an  extra  backup 
copy.  When  you  RUN  it,  you'll  see  the 
game  menu: 

1.  Play  Game — Plays  game  cur- 
rently in  memory — picks  up  where 


you  left  off. 

2.  Load  Game — Recall  a  previous 
game  from  disk  or  cassette. 

3.  Save  Game — Save  the  current 
game  to  disk  or  cassette. 

4.  New  Game — Restart  old  game 
from  the  beginning. 

5.  Quit  Game — ^Exit  from  the 
program. 

To  return  to  the  menu  during  game 
play,  enter  QUIT  or  SAVE.  There  are 
no  prompts  for  Load  and  Save  game. 
If  you're  using  disk,  the  program  uses 
the  fUename  'ADVENTX5.DTA".  If 
you're  using  cassette,  the  computer 
beeps  once  for  Load  and  twice  for 
Save.  Prepare  your  recorder,  then 
press  [RETURN]. 

During  the  adventure,  use  simple 
noun-verb   phrases    to    accomplish 


tasks.  Examples  are  GET  DISK,  GO 
NORTH^can  be  abbreviated  to  N),  and 
ENTER  DOOR.  Directions  can  usually 
be  abbreviated.  You  can  (and  some- 
times must)  also  refer  to  containers, 
such  as  PUT  HAT  IN  BOX,  or  TAKE 
SYRINGE  FROM  CABINET.  Good 
luck! 

NOTE:  Please  don't  call  Antic  for 
the  solution,  but  we  can  assure  you 
that  there  is  one. 

/.  D.  Casten  is  the  author  of  one  of 
Antic's  most  popular  games  ever — 
"Risky  Rescue"  in  the  April  1984 
issue.  He  has  been  programming  in 
BASIC  since  age  13,  and  is  currently 
writing  assembly  language  games 
for  the  commercial  market.  Q 

listing  continued  on  page  60 
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Simulator  n 


. ,  ourself  in  the  pilot's  seat  of  a  Piper  181  Cherokee  Archer  fdr  an  awe-lnspinng  riigni  over  reansianasBne 
'^from  New  York  to  Los  Angeles.  High  speed  color-filled  3D  graphics  will  give  you  a  beautiful  panoramic  vie 
as  you  practice  takeoffs,  landings,  and  aerobatics.  Complete  documentation  will  get  you  airborne  quickly  t 
even  if  you've  never  flown  before.  When  you  think  you're  ready,  you  can  play  the  World  War  I  Ace  aerial  battle' 
game.  Flight  Simulator  II  features  include  ■  animated  color  3D  graphics  ■  day,  dusk,  and  night  flying  modes 
■  over  80  airports  in  four  scenery  areas:  New  Yorit,  Chicago,  Los  Angeles,  Seattle,  with  additional  scenery 
areas  available  ■  user-variable  weather,  from  clear  blue  skies  to  grey  cloudy  conditions  ■  complete  flight 
instrumentation  ■  VOR,  ILS,  ADF,  and  DIME  radio  equipped  ■  navigation  facilities  and  course  plotting  ■  World 
War  I  Ace  aerial  battle  game  ■  complete  information  manual  and  flight  handbook. 


See  your  dealer. . . 

or  write  or  call  for  more  information.  For  direct  orders  please  add  $1 .50  for 
stiipping  and  specify  UPS  or  first  class  mail  delivery.  American  Express,  Diner's 
Club,  MasterCard,  and  Visa  accepted. 

Order  Line:  800/637-4983 
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bonus  same  f 


OMNI 


Do-lt-Yourself  Graphic 

by  JERRY  A.  LeMAITRE 


A  graphic  adventure/arcade  game  in 
three  versions^pliis  instructions  for 
easily  customizing  the  game  even 
more.  The  program  runs  on  all  Atari 
computers  of  any  memory  configur- 
ation. Antic  Disk  subscribers  RUN 
"D.OMNIVENT.BAS". 

The  prefix  omni  means,  roughly,  "all- 
encompassing."  Omniventure  is  a  fast 
arcade/adventure  game  written  com- 
pletely in  BASIC.  You  can  easily 
modify  it  into  many  different  themes 
that  you  choose.  It's  a  great  practice 
tool  for  beginning  graphics  adventure 
programmers. 

Listing  1  is  "Dinoventure."  Type  it 
in,  check  it  with  TYPO,  and  SAVE  a 
backup  copy  or  two. 

RUN  the  program  and  you'll  see 


your  player,  a  small  dancing  figure 
that  you  can  move  in  eight  directions 
with  a  joystick.  Your  path  through  the 
randomly-created  maze  is  blocked  by 
two  types  of  obstacles — enemies  and 
walls.  There  are  two  kinds  of  enemies, 
placed  randomly  about  the  playfield. 
The  number  of  enemies  depends  on 
the  skill  level  at  which  you're  playing. 
To  defend  yourself,  you'll  find  weap- 
ons in  various  places  about  the  maze. 
Pick  one  up  by  passing  over  it.  If 
you're  carrying  a  weapon  and  stand- 
ing directly  beside  an  enemy,  press  the 
fire  button  to  use  the  weapon  (each 
can  only  be  used  once!)  and  kill  the 
enemy.  \bu  need  not  aim  the  joystick. 
You  can  also  pick  up  "tools" 
throughout  the  maze.  Each  of  these 
can  be  used  once  to  break  through  a 


"wall"  (or  whatever  your  non-moving 
obstacles  may  be),  similarly  to  de- 
stroying an  enemy  with  a  weapon. 

Lastly,  but  not  least,  are  the  trea- 
sures. Pick  up  as  many  of  these  as  you 
can.  They  are  also  randomly  placed, 
and  the  number  depends  on  the  skill 
level. 

You  can  only  carry  one  item  (ex- 
cluding treasure)  at  a  time.  Whenever 
you  want  to  go  to  another  screen, 
touch  the  wiggling  'space  warp'  line 
at  the  top  of  the  screen.  Your  goal  is 
to  pick  up  the  highest  amount  of  trea- 
sure points. 

You  start  with  three  players,  with 
figures  representing  the  number  of 
remaining  players  displayed  in  the 
upper  right  corner. 

continued  on  pase  49 
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LOOKING  FOR  STRATEGY  GAMES 

FOR  YOUR  ATARI  ? 


IQ4ECTIVJS; 


REFORGE 


YOU'VE  JUST  FOUND  SIX  OF  THE  BEST 


OBJECTIVE:  KURSIC  is  the  grand-tactical 
simulation  of  the  southern  half  of  the  Bat- 
tle of  Kursl<  -  the  larsest  tank  battle  of 
World  War  II.  Consider  its  scope;  12  Gennan 
divisions  and  9  Soviet  corps  -  a  sum  total 
of  more  than  4000  tanks!  It  is  the  first  com- 
puter same  ever  to  resolve  such  a  massive 
battle  down  to  every  tank,  every  sun, 
every  infantry  squad!  $39.95. 

REFORGER  '88~  Once  every  year,  NATO 
embarks  on  "Reforser,"  a  military  exercise 
that  tests  its  ability  to  transport  American 
reinforcements  from  the  U.S.  to  Frankfurt 
during  a  simulated  Soviet  strike  of  West 
Germany  Now,  REFORGER  '88  makes  the' 
simulation  available  to  every  ardent  war- 
gamer.  The  Fulda  Gap  is  chosen  as  the 
focal  point  of  the  Russian  attack  in  this 
grand-tactical  warsame.  $59.95. 

All  sames  are  on  48K  disk  except  for  50  MISSION 

CRUSH  (40K  disk). 

ATARI"^  is  a  resistered  trademark  of  Atari,  Inc. 


COMPUTER  AMBUSH"  is  a  sut-wrenching 
simulation  of  man-to-man  combat  in  the 
middle  of  a  half-ruined  French  town  durins 
Worid  War  II.  You  play  a  squad  sergeant 
(U.S.  or  German)  in  command  of  nine  other 
infantrymen.  Each  man  has  a  name,  indi- 
vidual combat  skills,  even  a  personal  back- 
ground! The  fighting  is  so  fast,  so  real  and 
intense,  you'll  experience  the  sweat  and 
death  of  war!  $59.95. 

COMPUTER  BASEBALL".  Voted  "1982  BEST 
COMPUTER  SPORTS  GAME"  by  Electronic 
Games  Magazine,  Computer  Baseball"  lets 
you  manage  any  NL  or  AL  team  of  past  and 
present.  All  the  options  of  a  real  manager 
are  at  your  disposal.  Vou  can  even  make 
up  your  own  Imaginary  teams!  $39.95. 


SSI 


50  MISSION  CRUSH".  As  the  pilot  of  a 
Worid  War  II  B-17  bomber  in  this  role- 
playing  game,  can  you  survive  50  danger- 
ous but  exciting  raids  over  France  and 
Germany  to  earn  the  crushed  cap  of  a 
true  veteran?  Find  out  as  you  travel  back 
to  1942  as  part  of  the  8th  Air  Force  Bomb- 
er Group.  $39.95. 

GALACTIC  ADVENTURES",  a  science-fiction 
role-playing,  tactical  combat,  adventure 
game,  will  transport  you  literally  out  of 
this  worid  -  to  a  spaceport  of  a  strange 
planet.  You  must  acquire  cqmbat  exper- 
ience and  advanced  skills  tiefore  you  can 
fly  off  to  different  worids  in  search  of 
treasures  and  to  do  battle  against  alien 
monsters.  You  can  even  create  your  very 
own  adventures.  $59.95. 

Look  for  these  games  at  your  local  com- 
puter/software or  game  store  today! 


STRATEGIC  SIMULATIONS  INC 


If  there  are  no  convenient  stores  near  you,  VISA&  M/C  holders  can  order 
direct  by  callins  800-227-1617,  ext  335  toll  free.  (800-772-3545,  ext  335  in 
California.)  To  order  by  mail,  send  your  check  to:  Strategic  Simulations  Inc,  883 


Stierlin  Road,  Bids.  A-200,  Mountain  View,  CA  94043.  Please  include  $2.00  for 
shipping  &  handling.  (California  residents,  add  6.5%  sales  tax.)  All  SSI  games 
cany  a  14-day  "satisfaction  or  your  money  back"  guarantee. 


FOR  ALL  SSI  GAMES,  WRITE  FOR  YOUR  FREE  COPY  OF  OUR  COLOR  CATALOG. 


imagine... 


*^* 


^ A  Program  that  gives  your  computer  the  power  of  full  word 
processing,  but  as  easy  to  use  as  a  typewriter. 

^  A  Program  that  stores  and  retrieves  any  type  of  information  and 
that  understands  real  English  commands. 

^A  Program  that  enables  your  computer  to  talk  over  a  telephone 
to  other  computers  around  the  world. 


Featuring  three  of  the  most  needed  personal  productivity  tools; 
All  for  the  incredible  price  of  " 


SEl?^ 


imagine... 


word  Processing  with^  HnmoTf^Yt       information  management  with  HnmeFInd 

Telecommunications  with   loiiielerivi 

HomePak  features  ail  three  programs  on  a 

single  disk.  Each  program  works  smoothly 

and  effortlessly  with  the  others. 

Simple  enough  for  the  first  time  user, 
L  but  with  the  features  and  flexibility 

K  demanded  by  the  experienced  user 


-   c!lb! J 


BATTERIES  '^  INCLUDED 


il^^>i3£WSL^iS^iUMS^LkMiiAll,l^^'& 


iSple  11  e/c  and  PC  Jr  editions  of  HB 
If  ottter  major  computer  systems 

igems,  printers  or  cards  to  utilize  sOeqiIRlBasnff  s  of  HomePak,  See  vour  dealer  for  details. 

Developed  by  RusstM|^^H^^^^H|pms  Software  for;  batteries  included  "The  Energized  Software  company 
*  ManitfacM|B|||||B||PIPi  price.  Dealers 
tari,  Apple,  Commodore  ana  i8MareregIS«rieftWBgm'ar!(sof  Atari  Corp.,  Appleinc.,commodoreBuslnessMach 
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OMNIVENTURE 

continued  from  page  46 

DRAGOVENTURE  AND 
ROBOVENTURE 

Listing  1,  the  main  program,  is  already 
set  up  for  Dinoventure.  Listings  2  and 
3  provide  alternate  data  for  the  variant 
games — Dragoventure  and  Roboven- 
ture.  Type  them  in  and  LIST  them  to 
disk  or  cassette.  To  convert  Dino- 
venture, first  LOAD  the  main  program, 
then  ENTER  Listing  2  or  3.  Antic  Disk 
subscribers  LOAD  "D:  OMNI  VENT. 
BAS",  then  ENTER"D:DRAGVENT 
LST"  or  ENTER"D:ROBOVENTLST". 
If  you  want  to  speed  up  the  game,  you 
can  get  rid  of  a  delay  loop  by  chang- 
ing line  500  to: 

500  CH  =  CH  +  l:POKE756,CH(CH): 
IF  CH  =  1  THEN  CH  =  -1. 


CUSTOMIZING 
OMNIVENTURE 

Here's  a  step-by-step  method  for  creat- 
ing your  own  Omniventure  games. 

1 .  Think  up  a  title  and  a  theme  for 
your  game,  and  determine  what  type 
of  obstacles,  enemies,  weapons,  tools, 
and  treasures  are  best  suited  for  your 
theme. 

2.  Change  the  REM  statements  in 
lines  2  and  3  to  show  your  name  and 
the  new  title. 

3.  Change  line  9010.  Make  A$  your 
weapon's  name,  B$  the  tool's  name, 
and  C$  your  prefix  for  "venture"  to 
make  up  the  title.  NOTE:  the  length 
of  both  A$  and  B$  should  equal  nine 
— pad  with  spaces  if  necessary.  Also, 
CS  shouldn't  contain  more  than  seven 
characters. 

4.  See  Figure  1  to  find  which  lines 
change  for  the  title  screen. 

5.  Change  the  numbers  in  line 
10030  to  represent  the  colors  you 
want.  Here's  how:  a)  choose  the 
number  you  want  from  Figure  2.  b) 
Add  a  number  between  0  and  15  for 
brightness  (0  =  very  dark,   15=  very 


light),  c)  Figure  3  shows  which  color 
registers  are  used  for  the  game's  vari- 
ous elements.  Find  the  corresponding 
POKE  in  line  10030,  then  change  the 
second  number  (the  one  after  the 
comma)  to  the  one  you've  selected. 

6.  Draw  your  figures  on  graph 
paper  so  they  fit  into  an  eight-by-eight 
square,  then  calculate  the  eight  data 
values  for  each  character.  For  each 
row,  add  up  the  values  of  the  colimins 
containing  filled-in  squares  (the  bits 
are  "on").  See  Figure  4.  Also  see 
"Character  Graphics  "  (Antic,  Febru- 
ary 1984)  for  further  information  on 
developing  custom  characters.  Design 
two  images  or  'frames'  each  for  ene- 
mies and  treasures.  This  creates  a  sort 
of  animation  when  the  program  alter- 
nates between  the  two  images. 

7.  Use  Figure  5  to  place  the  data 
from  step  6  into  the  program.  In  lines 
9230-9250,  place  data  after  the  first 
number  as  shown  in  Figure  5. 

PROGRAM  TAKE-APART 

100-     300  Move  man  and 

adjust  for  carrying 
an  object 
310-     440  Check  for  fire  but- 
ton and  use 
object  being  carried 
500  Delay  loop  and 

alternate  character 
frames 
510-     570  Move  antagonists 
6000-  6200  Death  routine 
9000-  9020  Title  screen  and 
dimension  strings 
and  variables 
9030-  9266  Initialize  character 

set 
9270  Set  movement 

variables 
9300-  9390  Welcome  screen 
10000-10110  Draw  playfield  and 
position  characters 

(note:  I  did  cheat  a  bit  by  using  a 
Machine-Language  subroutine  to 
copy  the  character  sets  but  it 
doesn't  affect  game  play.) 


Jerry  A.  LeMaitre  is  a  high  school  stu- 
dent in  Collingwood,  Ontario.  He  is 
currently  starting  his  own  business 
selling  software  and  computer 
accessories. 
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tool 
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Figure  2 

Colors 

color 

number 

grey 

0 

gold 

16 

orange-brown 

32 

red-orange 

48 

pink 

64 
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blue 
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turquoise 

160 

green- 

blue 

176 

green 

192 

yellow-green 

208 

orange-green 

224 

light-orange 

240 

Figure  3 

POKE  Numbers              1 

subject 

POKE 

antagonists 

708 

obstacles 

709 

treasures 

710 

tools, 

weapons 

711 

you 

711 

background 

712 
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'AXLON 


RAMPOWER 

PLUG-COMPATIBLE  MEMORY 
THE  DISK  EMULATOR 

1    #%#%■#  RAM  POWER  „ 

28Kr$299^ 


Special  "Combo-pack"- 128K/32K 

f.OMPATIBU    WITH    SynFile^'"  ANO   SvnCalc    *' 
OF  SVNAPSE    SOFTWARE    CORP 


00 


$325"-" 


M  ^  ■#  RAMPOWER  ^         _ 

#%^|#  RAMPOWER  #K    j.^^ 

COMPATIBLE  WITH  128K  RAMPOWER 

IMMEDIATE  DELIVERY  WHILE  STOCK  LASTS! 


AXLON^ 

1287  Lawrence  Station  Road 
Sunnyvale,  CA  94089 

QTY  TOTAL  ! 

128K  RAMPOWER©  299 00  $ 

COMBO-PACK  128K/32K  (9  325,00      S 

48K  RAMPOWER @  79.95  $ 

32K  RAMPOWER®  49,95  $ 


(CA  RESIDENTS  ADD  SALES  TAX)  $_ 
ADD  SHIPPING*  HANDLING   %_ 

TOTAL  $. 


ENCLOSED  IS  MY: 
Ch«ckyMoney  Order  No.  . 

VISA/Master  Charge  No. 

Name  

Address 

City    

Signature 


.Exp.  Dale. 


.Stale. 


.Zip- 


.Dale. 


CALL    NOXA/  TO    ORDER 

C408J 
747-1  SOD 


bonus  same  ^ 

^mmmmmmfimimmmmmmmmmii 


128  64 

32 

16 

8 

4 

2 

1 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

Figure  4 
Creating  Characters 

FRAME  1 
2+4=6 
8-f4+2-f1=15 
8+4=12 
8+4+2+1=15 
128+16+8+4+1=157 
128+16+8+4=156 
128+16+8+4+2  =  158 
64+32+16+4+2+1=119 
The  data  for  this  character  is:  6,15,12,15,157,156,158,119 

FRAME  2 
16+8=24 
32+16+8+4=60 
8+4=12 
8+4+2+1=15 
64+16+8+4+1=93 
128+16+8+4=156 
128+16+8+4+2  =  158 
64+32+16+4+2+1=119 
The  data  for  this  character  is:  24,60,12,15,93,156,158,119 

Figure  5 
Data  Lines 

line  number      data  for  . . . 


128  64 

32 

16 

8 

4 

2 

1 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

X 

9060  DATA 
9070  DATA 


(antagonist  *1, 

frame  1) 

(antagonist  *2, 

frame  1) 

(obstacle  *1) 

(obstacle  *2) 

(weapon) 

(tool) 

(treasure,  frame  1) 
9230  DATA  2,    (antagonist  *1, 

frame  2) 
9240  DATA  3,    (antagonist  *2, 

frame  2) 
9250  DATA  8,    (treasure,  frame  2) 


9080  DATA 
9090  DATA 
9100  DATA 
9110  DATA 
9120  DATA 


□ 
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ANTIC,  The  Atari  Resource 


SOFTWARE 
LIBRARY 


proudly  presents  our  type-in  listing 
section — includes  every  full  length  program  from  this 
issue.  Easier  to  read,  easier  to  type,  easy  to  remove  and 
save  in  a  binder  if  you  wish. 

^  BONUS  ADVENTURE  GAMES 

ADVENTURE  ISLAND 

A  fantasy  role-playing  game  with  an  adventure-type  mystery  to  solve 53 

OMNIVENTURE 

A  graphic  adventure/arcade  game  in  three  versions ••••... 


64 


^  GA3IE  OF  THE  MONTH 

ADVENT  X-5 

A  BASIC  text  adventure  with  a  science-fiction  theme    , 
^  TOOLBOX 

WINDOWS 

First  part  of  a  two-part  series 

showing  you  how  to  create  multiple  display  windows 


60 


66 


^  A  CURSOR  CONSTRUCTION  SET 

CREATE  YOUR  OWN  CURSOR 

Create  a  cursor  in  any  shape,  color  and  blink-rate  you  choose Oo 

ERROR  FILE    52         LISTING  CONVENTIONS 52 


*  Antic  listings  are  printed  out  with  the  updated  version  of  Lister  Plus  software. 
Non-Standard  Magic,  P.O.  Box  45,  Girard,  Ohio  44420,  $19.95  48K  disk) 

DISK  SUBSCRIBERS:  You  can  use  all  these  programs  immediately  Just 
RUN  the  correct  filenames  shown  at  the  beginning  of  each  accompanying  article. 
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ERROR  FILE 

Following  are  the  known  program  listing  errors  from 
the  most  recent  issues  of  Antic.  See  the  Help  page  in 
this  issue  for  any  additional  last-minute  corrections.  If 
an  error  is  not  shown  on  these  pages,  all  programs  seen 
in  Antic  should  RUN  as  published.  The  vast  majority 
of  problems  that  people  have  in  getting  a  program  to 
work  properly  are  caused  when  they  make  common 
typing  mistakes. 


RISKY  RESCUE 

April  '84 

Runs  as  published. 
Readers  are  having  prob- 
lems with  Inverse  closed 
parenthesis'  In  lines  610- 
730.  They  all  look  differ- 
ent but  arc  all  the  same 
character. 

UPDATE  DISKS 
WITH  NOTE 
AND  POINT 

April  '84 

Line  160  should  read 

GOTO  610.  Lines  410,  440, 

470,  500  and  530  should 

all  begin: 

INLEN  =  LEN(USER$). 

MATH  WIZARD 

April  '84 

The  17th  string  character 

in  line  50  should  be  an 

inverse  zero.  This  will 

generate  the  proper  Typo 

table. 

MATCHBOX 
TIC-TAC-TOE 

April  '84 

Change  line  2078  to: 

2078  CLOSE  #3:RETURN 

SPACED-OUT 
NUMBERS 

July  '84 

For  non-XL  machines, 

change  line  31040  as 

follows:  31040  D  =  INT 

(VAL(CJ)/INT(100^A{68-B(0)) 

+  1.0E-03)). 

COLOR 
FINETUNER 

June  '84 

The  second  line  of  the 
fragment  of  assembly  code 
labelled  "INSTAL"  should 
read:  LDX  #CHECK1/$100. 
The  last  line  of  the  first 
section  of  code  labelled 
"CHECK  2"  should  be: 
BNE  EXIT.  The  second  line 
of  "FCOLOR"  should  be 
LDA  PCOLRO.X. 


LITTLE  BROTHER 
GROWS  UP 

April  '84 

Various  components  listed 
within  the  article  are  in- 
correct. Go  by  the  sche- 
matic which  is  correct. 

6502 
DISASSEMBLER 

March  '84 

Will  not  run  in  ValForth; 
requires  FigForth  or  Atari 
APX  Forth.  In  Screen  #30, 
lines  10  &  13  should  read: 
10  0<  IF  DROP  DROP  I  0 
LEAVE    13  0  VARIABLE 
POINTER. 

ESCAPE  MAZE 

March  '84 

Add  the  following  line: 

75  HIT=0. 

RECALL 

August  '84 

To  get  this  program  to  run, 
you  must  first  LIST  it  to 
disk  or  cassette.  Type  NEW 
and  then  type  DIM  QQS(l). 
After  this,  ENTER  the  pro- 
gram. SAVE  this  version 
which  will  run  from  then 
on  without  the 
preliminaries. 

CREEPY  CAVERNS 

August  '84 

In  line  10,  change  M0(N,5) 
to  M0(P,5).  In  line  349, 
there  is  a  YO  (Y-ZERO)  that 
should  be  YO  (with  capital 
letter  O).  This  first  change 
will  prevent  an  error  3 
and  the  second  an  error  9. 

AMODEM 

July  '84 

There  is  an  error  in  the 
instructions  of  the  R- 
Receive  procedure  (and 
others  that  mention  file- 
names). Do  not  include 
quotes  when  typing  in  a 
filename  during  the  run  of 
the  program. 


LISTING 
CONVENTIONS 


Our  listing  printouts  represent  all  ATASCII  characters 
as  they  appear  on  the  video  screen.  You  generate  some 
characters  by  a  single  keystroke,  for  example,  the  regular 
alphabet.  Others  require  a  combination  or  sequence 
of  keystrokes.  In  this  table,  ESC  means  press  wid  release 
the  escape  key  before  pressing  another  key.  CTRL  or 
SHIFT  means  press  and  hold  the  control  or  shift  key 
while  simult;meously  pressing  the  following  key. 

The  Atari  logo  key  ( J|^ )  "toggles"  inverse  video  for 
all  alphanumeric  and  punctuation  characters.  Press  the 
logo  key  once  to  turn  it  on;  press  again  to  turn  it  off. 
In  the  XL  line  there  is  no  logo  key;  inverse  video  is 
controlled  by  the  Reverse  Video  Mode  key.  Decunal 
values  are  given  as  reference,  and  correspond  to  the 
CHRS  values  often  used  in  BASIC  listings.  Please  note 
that  the  boxes  around  the  special  characters  in  the  NOR- 
MAL VIDEO  table  are  included  only  for  visual  refer- 
ence. These  boxes  do  not  appear  in  the  listed  programs. 
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NORMAL  VID 

EO 

INVERSE  VIDEO 

FOR 

TYPE 

DECIMAL 

FOR 

TYPE 

DECIMAL 

THIS 

THIS 

VALUE 

THIS 

THIS 

VALUE 

H 

CTRL  , 

0 

a 

A  CTRL  , 

128 

IB 

CTRL  A 

1 

a 

M  CTRL  A 

129 

a 

CTRL  B 

2 

n 

A  CTRL  B 

130                /''"' 

E) 

CTRL  C 

3 

a 

A  CTRL  C 

131                ( 

HI 

CTRL  D 

4 

□ 

Ji<  CTRL  D 

132                V- 

a 

CTRL  E 

5 

a 

A  CTREE 

133 

0 

CTRLF 

6 

a 

A  CTRLF 

134 

s 

CTRL  G 

7 

B 

A  CTRL  G 

135 

H 

CTRLH 

8 

B 

A  CTRLH 

136 

a 

CTRL  1 

9 

r 

Jll.  CTRL  1 

137 

Q 

CTRL  J 

10 

a 

JII.CTRL  J 

138 

H 

CTRL  K 

11 

c 

A  CTRL  K 

139 

a 

CTRL  L 

12 

a 

A  CTRL  L 

140 

H 

CTRL  M 

13 

a 

A  CTRL  M 

141 

Q 

CTRL  N 

M 

H 

A CTRL  N 

142 

Q 

CTRL  0 

15 

a 

ACTRL  O 

143 

s 

CTRL  P 

16 

a 

A  CTRL  P 

144 

ra 

CTRL  Q 

17 

D 

ACTRL  Q 

145 

B 

CTRL  R 

18 

a 

ACTRL  R 

146 

ffl 

CTRLS 

19 

a 

ACTRL  S 

147 

H 

CTRLT 

20 

a 

ACTRL  T 

148 

B 

CTRL  U 

21 

a 

ACTRL  U 

149 

D 

CTRLV 

22 

n 

JI^CTRL  V 

150 

ffl 

CTRL  W 

23 

Ei 

ACTRL  W 

151 

H 

CTRL  X 

24 

a 

ACTRL  X 

152 

IE 

CTRLY 

25 

3 

ACTRL  y 

153 

H 

CTRL  Z 

26 

a 

ACTRL  Z 

154 

B 

ESC  ESC 

27 

□ 

ESC 

S 

ESC  CTRL  - 

28 

SHIFT 

ESC  CTRL  = 

29 

DELETE 

156 

El 

ESC  CTRL  + 

30 

□ 

ESC 

ESC  CTRL  • 

31 

SHIFT 

B 

CTRL  . 

96 

INSERT 

157 

GB 

CTRL  ; 

123 

D 

ESC 

t 

SHIFT  = 

124 

CTRL 

m 

ESC 

TAB 

158 

SHIFT 

□ 

ESC 

CLEAR 

125 

SHIFT 

a 

ESC  DELETE 

126 

TAB 

159 

a 

ESC  TAB 

127 

n 

ACTRL  . 

224 

□ 

ACTRL  ; 

251 

D 

ASHIFT  = 

252 

a 

ESC  CTRL  2 

ESC 

CTRL 

253 

r 

□ 

DELETE 

254                  V 

c 

ESC 
CTRL  : 
INSERT 

255 
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^  LISTING  1 
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e  REM  ADVENTURE  XSLAND 
BV  ROBERT  LEE 
ANTIC  MAGAZINE 

1  GOTO  10 

2  ?  :?  "PRESS  RETURN  TO  CONTINUE"; : INP 
UT  CS:?  ">S":  RETURN 

3  W=0:FOH  M1=A  TO  U : U=U+INT CRND t03»T3 : 
NEHT  Ml :U=U+U: RETURN 

4  GOSUB  348: GOTO  149 

5  ?  :  RESTORE  S*N1--F0R  K=A  TO  N2  :  READ  K 
S,Y.ZZ:?  K;"3";K5; :F0R  Z=A  TO  15-LEN tK 
SJ :?  "."; :NEKT  Z 

6  ?  y;:if  v<h  then  ?  "  "; 

7  ?  "  GP":NEXT  H 

8  ?  :?  "'TELL  ME  THE  »»  OF  ITEM  YOU  MAN 
T.  SAY  NONE  IF  YOU'RE  DONE . ■ " : HETUH 
N 

18  0=8 : A=l : B=2 : C=3 : 0=4 : E=6 : F=8 : G=9 : H=l 
8 : I=B»H : J=H»H : K= J»J : R=F»J : S=G»J : D=C«E : 
Al=171 : SY=66e : YS=438 

12  OK=12:OY=13:DlM  CStIJ.ECIJ.FtB3.Mtft 
3 .SfDJ .TMtftl.DJ . MS t 128 J ,T15fI3.T2StIJ, 
MS tDJ .MKStDJ 

13  GRAPHICS  D: POSITION  A.D:?  «£," 

ADVENTURE  ISLAND" : FOR  K=A  TO  S:H 
EKT  K 

14  GRAPHICS  OrPOKE  710> 254: POKE  789,24 
4: POKE  83.37 

15  ?  :?  "RESTORE  OLD  GAME tY/NJ ";: INPUT 
CS:IF  CS<>"Y"  THEN  GOTO  Q 

16  GOSUB  2958:G0SUB  2928:?  :?  "EKPERIE 
NCE  LEVEL:  ";LL: GOSUB  648: GOSUB  638 : GO 
SUB  B: GOSUB  458: GOSUB  B 

17  GOSUB  92:G0SUB  388:G0T0  158 

18  GOSUB  758 

19  TRAP  19:?  :?  "EKPERIEHCE  LEVEL"; :IN 
PUT  LL:IF  LL<A  THEN  19 

28  T=E:U=C:G0SUB  C:CS=V:GOSUB  C:CI=V:G 
OSU8  C:CM=V: GOSUB  C:CO  =  V:  GOSUB  C:CD=V: 
GOSUB  C:CH=V 

48  GOSUB  648:?  :?  "TRY  ANOTHER  CHARACT 
EH tY/H3 ";: INPUT  CS:IF  CS="Y"  THEN  28 
59  GOSUB  759 

64  T=F:U=C:G0SUB  C : GP=V+C : GP=INT tGP»DJ 

65  GOSUB  638:0LDHP=HP 

66  GOSUB  B 

98  RESTORE  K+ J»K1 ♦ Yl : READ  L.MS,KS:GOSU 
B  I»J 

91  GOSUB  92:GOTO  130 

92  RESTORE  K+ J»K1 *Y1 : RE AD  L.M5,KS:IF  L 
ENtKSJOA  THEN  ?  KS  :  RETURN 

93  ON  ASCfK53-64  GOTO  94.95.96.97.98.9 
9.188.181.182.183.184,106.188.189.118- 
111 

94  ?  "JELLO  BRICK  ROAD" : RETURN 

95  ?  "DIMLY-LIT  CAVES" : RETURN 

96  ?  "SEEMINGLY  ENDLESS  ROMS  OF  RED  DO 
RIC  COLUMNS-": RETURN 

97  ?  "GHOULISH  COOLISH  GREENISH  FOREST 
": RETURN 

98  ?  "HOT  MUGGY  SUAMPLANDS" : RETURN 

99  ?  "BENEATH  A  GREAT  PINK  SANDSTONE  M 
ALL": RETURN 

188  ?  "CURIOUS  GARDEN  OF  MILD  FLOMERS" 


: RETURN 

101  ?  "A  CUBICLE  INSIDE  THE  TEMPLE":HE 
TURN 

102  ?  "HALL  OF  MIRRORS": RETURN 

103  ?  "GLOMING  UNDERGROUND  RIVER" :RETU 
RN 

104  ?  "IN  A  NARROM  CRACK-LIKE  TUNNEL": 
RETURN 

186  ?  "ANCIENT  MEED-OVERGROMN  ROAD  PAV 
ED  MITH  HUGE  BLOCKS  OF  GRANITE .": RET 
URN 

188  ?  "GOLDEN  BEACH" : RETURN 

189  ?  "HIGH  UHITE  CHALK  CLIFFS" : RETURN 

118  ?  "THE  SHINING  5EA":HETUHH 
111  ?  "BARREN  ROCKY  ISLET" : RETURN 
128  INPUT  HS:?  :RESTORE  999:F0R  C1=A  T 
O  a-A:READ  CS 

121  IF  KS=CS  THEN  RETURN 

122  NEKT  CI: GOSUB  C»J : C1=0 : RETURN 

125  IF  CN=DC  THEN  ?  "THIRSTY?" : HP=0 : GO 
TO  358 

126  IF  CN=FC  THEN  ?  "HUNGRY?" : HP=0 : GOT 
O  358 

127  CN=CNh>^A:  RETURN 

138  GOSUB  388:G0SUB  H»J:IF  TMtL-D3>0  A 
ND  INTtRHDt03»tCD  +  SCD3/'FJ:=:0  THEN  GOSUB 

348 
149  GOSUB  568 

158  ?  :?  "ENTER  COMMAND:  i:riVJ:i:ni:iiHfl  " 
;CN 

151  ?  "f=r;iMiv:ru'f^  ";fc;"  "i'-mssoamssi 

■  i[il'Ji<  ";DC:IF  CH>=FC-A  OR  CN>=DC-A  THE 
N    ?    "B"; 

153  GOSUB  128:IF  CKA  THEN  158 

154  C2=Cl:0N  CI  GOSUB  SY. SY, SY, SY , 380. 
478. 538. 450. 588. YS. YS . VS. YS , 1188 . 1208, 
625,2980 

155  GOSUB  125:OH  C2  GOTO  D , 98 , O , O , D , D . 
D-D.D.D.D.D. D.D.D.681.150 

199  ?  "A  MAID  ASKS  'MOULD  YOU  BE  MAHTI 
N'     ANY  FOOD  OR  DRINK" tY/H3 ";: INPUT  C 
S:IF  CS="N"  THEN  213 
288  ?  "SHE  SHOMS  YOU  A  MENU." 

3": GOSUB  5 


281  ?  :? 

285  TRAP  213:IHPUT  T:IF  T<A  OR  T>N2  TH 
EN  285 

286  IF  M=H  THEN  211 

287  RESTORE  S*T+H1-A : HEAD  KS.V,ZZ:IF  G 
P-Y<0  THEM  218 

288  FOR  II=H  TO  I :  IF  EtIIJOO  THEN  NEK 
T  II 

289  GP=GP-Y:EtIIJ=Nl+T-A:M=M+A: ?  ""O-K 
.•>':-?  ■■■VOU  HAVE  ";GP;"  GP  CREDITS  LEF 
T. ■":F2=A: GOSUB  588:6010  211 

218  GOSUB  629 

211  GOSUB  627: GOTO  281 

213  ?  "THE  MAID  LEAVES  YOU ■■.": RETURN 

278  ?  "THE  BLACKSMITH  ASKS  'DO  YOU  MAN 

T      ARMOR  OR  WEAPONS " tY/N J ";: INPUT  CS 

:IF  CS="N"  THEN  285 

271  ?  "HE  SHOMS  VOU  A  LIST." 


continued  on  next  pase 
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272     ?      :?     ■  Til ri: 111 ;»;■§■! I *lJirBI"  :  KnSUB     5 

277  TRftP  285:IMPUT  T:IF  T<fl  OR  T>G  THE 
N  277 

278  IF  U=H  THEN  283 

279  RESTORE  S+T : REftD  K5-Y:IF  GP-Y<0  TH 
EN  281 

280  GP=GP-V:EtTJ=EtTJ+ft:U=W+fi :?  "'O.K. 
■••:?  ■••YOU  HftUE  ••;GP;"  GP  CREDITS  LEFT 
-  •••:G0T0    283 

281  GOSUB  629 

283  GOSUB  627: GOTO  272 
285  ?  "HE  LEAUES  YOU ...": RETURN 
380  ?  :?  "H   NORTH":?  "S   SOUTH'^:?  '•E 
EAST":?  "U       WEST^^:?  "K   EKAMINE":?  •'G 
GET":?  "D   DROP" 
305  ?  "I    INVENTORY  »  STATUS^' :  ?  "•F   ?? 
??":?  "A   ATTACK  WITH  SWORD/SPEAR^' :  ?  '• 
T   THROU  SPEARS' 

310  ?  "FP  FIRE  POISON  ARROW":?  "FS  FIR 
E  SILVER  ARROW":?  "ET  EAT":?  "DK  DRINK 
":?  "QT  OUIT":?  "SG  SAVE" 
315  RETURN 

340  IF  TMtL,DJ=0  THEN  353 

341  ?  "YOU'RE  UNDER  ATTACK !": AC=G+SAC : 
IF  ECG]>0  THEN  AC=AC-A 

342  Z=0:FOR  K=E  TO  F:IF  ECK]>a  THEN  Z= 
tK-5J»B 

344  NEKT  K : AC=AC-Z 

346  RESTORE  H+TM tL, C3 : READ  »3,MH,MAC.M 

A,MD:K=I-AC-MH:F0R    V=A    TO     INTCRNDt03»M 

A}  '*"!) 

348  IF  IHTCRNDtOJ»I3*A*SCD<K  THEN  ?  "C 
RUNCH!     a     glancing    BL0W!":G0T0     352 

349  ?  "OW!  YOU'VE  BEEN  HURT ! " : HP=HP- tl 
NTtRNDtOJ«MDJ*AJ :?  "HIT  POINTS  LEFT:  " 
;hp  

350  IF  HP<A  THEN  ?  "CVUVUildmtl^iVWtl^" :  FO 
R    K=A    TO    J : NEKT    K : POP     : GOTO    601 

352  NEKT  V 

353  RETURN 

360  HKS=MS:K=0:lF  INT tRND C03» tCI+SCIJ/ 
B)>0  THEN  370 

362  FOR  Y=A  TO  D : IF  MStY,YJ<>"0"  THEN 
K=K  +  A 

363  NEKT  V : IF  K=0  THEN  370 

366  FOR  Y=A  TO  INT CHND C03 »K1 *A 

367  Z=IHT  tRNDC03»D3*A:lF  MKS  CZ- ZJ  =^'0" 
THEN  367 

369  MKStZ,Z3="0":NEKT  Y 

370  ?  "YOU  CAN  MOVE:  "; 

371  FOR  DR=A  TO  D  :  IF  MKS  tDR,  DR3  =^'0"  TH 
EN  377 

372  ON  DR  GOTO  373,374,375,376 

373  ?  "  H  "; :GOTO  377 

374  ?  "  S  "; :G0T0  377 

375  ?  "  E  '•;  :G0T0  377 

376  ?  "  W"; 

377  NEKT  DR 

378  IF  MKS  =  "0000^'  THEN  ?  "NOWHERE"; 

379  ?  "  ": RETURN 

380  GOSUB  400: GOSUB  420 : GOSUB  360:RETU 
RN 

480  F1=0:T1S="":T2S="": V1=0: V2=0:Z1=0: 
Z2  =  0 

402  IF  TMtL,A3<>0  AND  INT CRND CO J » tC+SC 
W}I>0  THEN  RESTORE  S+TMCL , A3 : READ  TIS, 
VI. Zl:?    "OBJECTS:     ";T1S:F1=A 

403  IF  TMtL,B3<>0  AND  INT  CHND  C03  *»  tC  +  SC 
W3J>0  THEN  RESTORE  S*TM tL, 83 : READ  T2S, 
V2,Z2:?    "OBJECTS:     "; T2S : F1=F1+B 

404  IF  F1=0  THEN  ?  "OBJECTS:  NONE" : GOT 
O     407 
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405  IF     INT tRNDl03»t tCW*SCW3/C3  3=0     THEN 
407 

406  IF     Zl+Z2>0     THEM     ?     "BEWARE     OF     THE     O 
BJECTS!" 

407  RETURN 

420  ?  "MONSTERS:  ";:IF  TMtL,D3=0  THEN 
?  "NONE": GOTO  423 

421  RESTORE  R+TMCL , C3 : READ  KS : GOSUB  49 
0:?  P;"  ";KS;:IF  P>A  THEN  ?  "S" 

422  IF  P=A  THEN  ?  "" 

423  RETURN 

430  IF  TMIL,D3=0  THEN  420 

431  WS=0:ON  Cl-G  GOTO  432,435,437,437 

432  MM=A:MN=A:IF  WtA3>0  THEN  WS=A : ?  "C 
HOP'": GOTO  442 

433  IF  EtA3*ECB3=0  THEN  GOSUB  449:?  "S 
WORDS  OR  SPEARS.": RETURN 

434  ?  "KILL! ! !":G0T0  442 

435  IF  ECB3=0  THEN  GOSUB  449:?  "SPEARS 
.":RETURN 

436  MM=0.75:MN=1.5:K=B: V=B:G0SUB  539:? 
"SWISH! ":G0T0  442 

437  IF  EtC3=0  THEM  GOSUB  449:?  "BOW.": 
RETURN 

438  IF  C1-G=C  AND  E tD3 =0  THEM  GOSUB  44 
9:?  "POISON  ARROWS.": RETURN 

439  IF  C1-G=C  THEN  MM=0 . 5 : MN=1 . 5 : K=D : Y 
=D: GOSUB  539:?  "TWANG !": GOTO  442 

440  IF  EC53=0  THEN  GOSUB  449:?  "SILVER 
ARROWS . " : RETURN 

441  MM=0 . 5 : MN=0 . 75 : K=5 : Y=5 : WS=WS*B : GOS 
UB  539:?  "TWANG!" 

442  RESTORE  R+TM  tL,  C3  :  READ  KS:,MH,MAC,M 
A  ,  MD  ,  MS 

443  ON  MS  GOTO  444,445,447,448 

444  GOSUB  670: RETURN 

445  IF  WS=A  OR  WS=C  THEN  GOSUB  670 : RET 
URN 

446  GOTO  448 

447  IF  WS=B  OR  WS=C  THEN  GOSUB  670: RET 
URN 

448  ?  "NO  EFFECT.": RETURN 

449  ?  "YOU  HAVE  NO  ";: RETURN 

450  ?  "><:i'i=i:ifll;*V:?  :?  GP;"  GP  CREDITS 
":FOR  K=A  TO  I:IF  EtK3=0  THEN  455 

452  Z=E tK3 : Y=K:IF  K>G  THEN  Y=EtK3:Z=A 

453  RESTORE  S+Y : READ  KS : ?  Z; "  ";KS;:IF 
Z>A  THEM  ?  "S" 

454  IF  Z=A  THEN  ?  "  " 

455  NEKT  K 

457  ?  :?  "iri^MJilCma" :  ?  :?  HP;"  HIT  PO 
INTS  f";:?  INT  tHP»J/0LDHP3  ;">c  OF  TOTAL 
3": RETURN 
470  GOSUB  627: IF  W=H  THEN  482 

472  ?  "GET  WHAT";:INPUT  KS : IF  KS=""  TH 
EH  472 

473  IF  KSOTIS  AND  KSOT2S  THEN  ?  '•IT  • 
S  NOT  HERE.  ••:  GOTO  482 

474  ?  ••GOT  IT.^^:IF  KS  =  T1S  THEN  K  =  TMtL, 
A3  :TMtL,  A3  =0:  T1S  =  ^^^^  :F1  =  F1-A 

475  IF  KS=T2S  THEN  K=TM tL , 83 : TM tL , 83 =0 
:T2S  =  "'^:F1=F1-B 

476  IF  K<H  THEN  E tK3 =E tK3 ♦A : W=W+ A : GOTO 
481 

477  RESTORE  S*K : READ  KS,Z,ZZ:IF  ZZ=A  T 
HEN  482 

478  IF  ZZ>A  THEN  F2=A : F3=0 : GOSUB  500:1 
F  F3=A  THEN  476 

479  FOR  V=H  TO  I : IF  E f Y3 =0  THEN  E CY3 =K 
W=W+A:G0T0  481 

Y 
GOSUB  627 
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482     RETURN 

490  P=INTtTMtL,DJ J :IF  IHT tTMCL, DJ»JJ -P 
»J>0     THEH     P=P+ft 

491  RETURN 

see  TRAP  seirGosuB  see+zz: return 

501  POP  : return 

5e2  UK=K-I :StUK3=StUK3 ♦F2 : RETURN 

5B5  VK=K-24  :  S  tUKJ  =5  CUKJ  *F2**H  :  RETURN 

506  F3=A:K=INTCRNpt03»673+ft :IF  X=44  TH 
EN  506 

507  RETURN 

SeS  5CU=SCU+J*tF2:  RETURN 

509  SCU=5CU-J»F2: RETURN 

510  5C1=SCI+J«F2: RETURN 

511  SCI=5CI-J»F2: RETURN 

512  U(fl3  =Utni +F2 : SC5  =  SCS-F2 : RETURN 

513  5AC=5AC+J»F2: RETURN 

514  MtftJ  =UCft5  *F2 : SCS  =  SCS  +  F2 : RETURN 

517  5AC=SftC-J»F2: RETURN 

518  Ftft3=FCfi3*F2:HETURN 

519  FCB3=FCB3 *F2: RETURN 

520  IF  F2=ft  THEN  HP=HP-INT CRND CO)«OLDH 
P3 :G0SUB    624 

521  RETURN 

522  IF  F2=-A  THEN  Kl=OK : Y1=0V : GOTO  526 

523  RETURN 

524  IF  F2=-ft  THEH  Kl=19 : Y1=H : GOTO  526 

525  RETURN 

526  POP   :POP  :?  "TELEPORTED ! " : GOTO  90 
530  ?  "DROP  UHAT"; :INPUT  C5:IF  CS='"'  T 
HEN  530 

532  FOR  Y=A  TO  I : IF  EtY3=0  THEN  536 

533  K=EtY3:lF  V<H  THEN  K=Y 

534  RESTORE  S+K : READ  KS,Z,ZZ 

535  IF  KS-CS  THEH  538 

536  NEKT  Y 

537  ?  "YOU  DON'T  HAUE  ONE .": GOTO  547 

538  ?  "THUD." 

539  CT=0:IF  TMtL,A3=0  THEH  TMtL-A3=K:G 
OTO  544 

540  IF  TMtL,B3=0  THEN  TM t L , B3 =K : GOTO  5 
44 

541  Zl=IHTCRHDt03»A13+A:IF  TMCZ1,A3=0 
THEN  TMCZl, A3=K:G0T0  544 

542  IF  TMtZl,B3=0  THEN  TMCZl , 83 =K : GOTO 
544 

543  CT=CT+A:IF  CT<H  THEH  541 

544  U=U-A:IF  Y<H  THEN  E CYJ =E tY3 -A : GOTO 
547 

545  EtY3=0:lF  ZZ>A  THEN  F2=-A:G0SUB  50 
0 

547  RETURN 

560  FOR  Z=A  TO  D : IF  MStZ,Z3="0"  THEN  5 

72 

562  IF  IHTtHNDt03»CH/C3>0  THEN  572 

563  K=0:Y=0:OH  Z  GOTO  564.565,566,567 

564  Y=A:NR=B:G0T0  568 

565  V=-A:NR=A:G0T0  568 

566  K=A:NR=D:G0T0  568 

567  K=-A:NH=C 

568  RESTORE  K+ J»CK1*K3 * Y+ Yl : HEAD  L1,KS 
:IF  TMCL1,D3=0  OR  KS CNR, NR3 ="0"  THEN  5 
72 

569  IF  TMtL,D3>0  AND  TM tL, C3 <> TMCLl , C3 
THEN  572 

570  TMCL,C3=TMtLl,C3  :  TM  CL  ,  D3  =TM  CL,'D3 +T 
litLl,D3  :TMCL1,C3  =0:  TMtLl,D3=0 

571  IF  TMtL,D3>0  THEN  ?  "INCOMING  MOHS 
TERS!":GOSUB  420 

572  NEKT  Z 

573  RETURN 

580  0P=0:?   :?  "YOU  HEAR  A  LOUD  NOISE." 


581  IF  TMtL,D3=0  THEN  OCH=CH : CH=0 : GOSU 
B  560 :CH=OCH: GOTO  596 

582  IF  INTtHNDt03*tE+SG3  3=0  THEN  596 

583  Y=0:IF  OP>D  THEN  596 

584  Z=INTCRHD t03»D3 +A: IF  MStZ,Z3<>"0" 
THEN  587 

585  Y=Y+A:IF  Y>E  THEN  596 

586  GOTO  584 

587  K=0:Y=0:0N  Z  GOTO  588,589,590,591 

588  Y=A:G0T0  592 

589  Y=-A:G0T0  592 

590  K=A:G0T0  592 

591  H=-A 

592  RESTORE  K+ J» tK+K13 + CY+ Y13 : RE AD  Z:I 
F  TMCZ,C3<>0  AND  TM t Z, C3 <> TM t L , C3   THEH 

0P=0P+A:G0T0  583 
594  TMCZ,C3=TMtL,C3  : TM tZ, D3 =TM tZ,  D3 ♦TM 
£L,D3  :TMCL,C3  =0 : TM tL, D3  =0 : GOSUB  428 
596  RETURN 

601  FOR  II=A  TO  G:RESTORE  S+II : READ  X5 
- V:GP=GP+ECII3»Y:HEKT  II 

602  FOR  II=H  TO  I : IF  ECII3>0  THEH  REST 
ORE  5+EtII3:READ  K5,V:GP=GP+Y 

603  NEKT  II:?  :?  "YOUR  MEAPONS  AND  THE 
ASURES  HAVE  ALL  BEEN  SOLO." 

614  GP  =  INT  CGP3  : EP  =  EP  +  GP : EP  =  INT IEP»CS/G 
3  :0LDLL  =  LL:LL  =  LL  +  INT  CEP,^C/J3 

615  GOSUB  640: GOSUB  630:?  :?  "EHPERIEN 
CE  points:  ";EP:?  :?  "LEVEL:  ";LL 

617  ?  :?  "START  OMER  WITH  THIS  CHAHACT 
ER  tY/'N3  ";:  INPUT  CS  :  IF  CS  =  "N"  THEN  END 

620  GOSUB  75e:G0SUB  640 : IF  LL>OLDLL  TH 
EN  GOSUB  759: GOTO  64 

621  HP=OLDHP:GOTO  64 

624  IF  HP<A  THEH  POP  : POP  : POP  :GOTO  3 
50 

625  RETURN 

627  IF  14=H  THEH  ?  "YOU  CAN'T  CARRY  ANY 
MORE." 

628  RETURN 

629  ?  "'YOU  HAUE  ";GP;"  GP  CREDITS  LEF 
T.'":?  '"YOU  DON'T  HAUE  ENOUGH  GOLD.'" 
: RETURN 

630  ?  :?  "HIT  POINTS  :  ";HP:?  :?  "GOLD 
PIECES  :  ";GP:RETURN 

648  ?  :?  "CHARACTER  TRAITS":?  :?  "STRE 

NGTH ";CS:?  "INTELLIGENCE.  .  .";CI 

:?  "INTUITION ";CU 

641  ?  "CONSTITUTION. .."; CO:?  "SPEED... 

";CD:?  "VISAGE '•,-CH:HET 

URN 

660  IF  MK5tCl,C13="0"  THEH  ?  "YOU  CAN ' 
T .":C2=A:G0T0     667 

661  K=0:Y=0:0H     CI    GOTO    662,663,664,665 

662  V=A:GOTO     666 

663  Y=-A:G0T0    666 

664  K=A:GOTO    666 

665  K=-A 

666  K1=K1+K: V1=Y1+Y:C2=B 

667  RETURN 

670  K  =  INTCC19-MAC-CCD*SCD3/'D3*»MM3  :  IF  I 
NTtRNDC03*»I3+A<K  THEN  ?  "YOU  MISSED!": 
GOTO     678 

671  ?  "A  HIT!":  Y=INTtRNDt03*tfE  +  CS/H  +  SC 
S3»*MN3+A:IF    Y<A    THEN    Y  =  IHT  CRND  C03»C3  *A 

672  Z=Y/MH:IF     Z>A     THEN     Z=A 

673  GOSUB  490:OP=P:TMtL,D3=TM£L,D3 -Z:l 
F  TM(L,D3<0.ei  THEN  TMCL,D3=0 

674  GOSUB  490: GOSUB  420:?  "MONSTER  TYP 
E'S  HIT  DICE:  ";MH:?  "POINTS  OF  DAMAGE 
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done:  •■;V 

675  IF  OP>P  THEH  ?  "VOU  KILLED  THE  ";K 
S;"!":EP=EP  +  MH'^B»F:G0T0  678 

676  ?  "YOU  MOUNDED  THE  ";H5;"." 
678  RETURN 

680  ?  "THE  PAUNBROKER  ASKS.  'YOU  MANNA 
SELL  SOMETHING"  CY/'NJ";  :  INPUT  CS  :  IF  C5  = 
"N"  THEH  699 

681  ?  "SELL  UHAT";:INPUT  CS:IF  CS=""  T 

682  FOR  V=A  TO  I : IF  EtYJ=0  THEN  686 

683  K=EtVJ:IF  Y<H  THEH  K=V 

684  RESTORE  S+K:REAp  KS,Z,ZZ 

685  IF  KS=CS  THEH  688 

686  NEKT  V 

687  ?  ""YOU  DON'T  HAVE  ONE -'": GOTO  698 

688  Z=Z-INTCRHDtOJ»Z»0.43 :IF  Z=0  THEN 
?  "■!  CAN'T  USE  THAT-  •"•-GOTO  698 

689  ?  "'I'LL  GIVE  VOU  ";Z;"  GOLD  PIECE 
S":?  "FOR  IT .' tY/N3"; : INPUT  CS 

698  ?  '"O.K."":  IF  CS<>"Y"'  THEH  698 

691  GP=GP+Z:U=M-A:IF  Y<H  THEH  E CY3 =E tV 
3 -a: GOTO  697 

692  ECY3=0:IF  ZZ>A  THEH  F2=-A:G0SUB  50 

e 

697  ?  '"YOU  GOT  A  '  TOTAL  OF  " ;  GP ;  "  CRED 
ITS- •" 

698  ?  "'ANYTHING  ELSE  TO  SELL '  tV/'NJ "  J  : 
INPUT  CSrIF  CS<>"N"  THEN  681 

699  GOTO  285 

758  ?  :?  "IHITIALIZIHG. . .":M=0:SCS=0:S 
AC  =  0  :  SCM=0  :  SCI=0  :  SCD=:0  :  EP  =  0  :  CN  =  A  :  FC  =  3a 
:DC=I:SG=0 

751  K1=0K: Y1=0V:F0H  K=A  TO  I:EtKJ=0:NE 
KT    K: RESTORE    K 

752  TRAP     754:READ    K,KS,KS,K5 

753  TMtK, A3=ASCtK5tA, A3J : TM tK , B3 =ASC tK 
StB,B3) :TMtK.C3=ASCCKSCC-C3 J :TMCK,D3=A 
SCfKSCD-D3 J :G0T0     752 

754  F tAJ=0:FfBJ =0:MtAJ=0:FOR  II=A  TO  D 
:SfIIJ=0:HEKT    II 

757    ?    ""Q";  :RETURH 

759  T=F:U=LL:G0SUB    C:HP=U:IF     CO=Q    THEH 
HP=HP»D 

761  IF    C0=17    THEN    HP=HP«C 

762  IF     CO=15     OR     C0=16     THEN     HP=HP»B 

763  IF     CO<7     THEH     HP=LL 

764  RETURH 

881  DATA  BLACK  ORC , 7 -  7 , 1 , 5 , 1 

882  DATA  SKELETON , 5 . 6 , 1 . 5  .  3 

883  DATA  MAMMOTH , 12 , 5 . 2  ,  8.  1 

884  DATA  SABER  TOOTH  TIGER , 11 -  5, 2, 7, 1 

885  DATA  MONK, 6 , 7 , 1 > 3 , 1 

886  DATA  MOHK-EY , 4 , 4 . 1 -  2 , 1 

887  DATA  RAINBOM  MORM. 16 . 7 . 1 , 8 , 1 

888  DATA  METAL  STATUE, 9, 8 , 1 -  7- 1 

889  DATA  ORC  CHIEFTAIN , 8 . 6 , 1 > 5 , 1 

810  DATA  FOUR-HEADED  HYDRA , 24 , 4 , 4 , 6 , 2 

811  DATA  SILVER  DRAGQH, 48 , 1 , 3 , 9 , 1 

812  DATA  HORRID  MES-LEY.1,1. 

813  DATA  CEREBUS,19,5, 3,6, 1 

814  DATA  HASTY  DOGGIE , 4 , 5 , 1 , 

815  DATA  LAVA  TROLL , 9 , 0 , 1, 6 , 

816  DATA  VAMPIRE  BAT , 2 , 1 , 2 , 1 , 1 

817  DATA  MALKING  PIRANHA , 2 , 0 , 3 , 2 . 1 

818  DATA  MERE-BEAR, 13,5,1,5,3 

819  DATA  MERE-MOLF,9,4,l,6,3 

820  DATA  MERE-RABBIT, 6, 3, 1,7, 3 

821  DATA  SILVER  KNIGHT , 8, 1, 1 , 6, 1 

822  DATA  IGOR- 6, 6, 1 , 4 , 1 

823  DATA  GHOULISH  DEMON, 9 , 5 , 1 , 6 , 2 

824  DATA  RUBBER  KNIGHT , 8 , 1 , 1 , 6 , 2 
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825  DATA  MRAITH , 7  ,  4 , 1 , 3  ,  3 

826  DATA  CYCLOPS , 15, 5, 1 , 7, 1 

827  DATA  FOOT-SOLDIER, 6 , 6 , 1 , 4 , 1 

828  DATA  LOCH  NESS  MONSTER , 14 , 4 , 1 , 6 , 1 

829  DATA  TOAD, 3, 2, 1 , 1 , 1 

830  DATA  BOA  CONSTRICTOR, 5 , 4 , 1 , 2 . 1 

831  DATA  MHITE  UNICORH, 13, 4 , 3 , 7, 2 

832  DATA  OSTRICH , 5, 5 , 1 , 3 , 1 

833  DATA  MOOD  GNOME , 9 , 4 , 1 , 7 , 3 

834  DATA  SKELETAL  HORSE , 9 , 4 , 2 , 5 , 3 

835  DATA  SUNDAY  DRIVER, 6, 6, 1 , 4 , 1 

836  DATA  DINOSAUR , 28 , 3 , 1 , 8 , 1 

837  DATA  CYBERNETIC  TANK, 999 , 8 , 6, 58 , 

838  DATA  LAHD-SEA  SHARK, 7, 4 , 1 , 7 , 1 
844  DATA  59,54.71,73,58,71,60,54,72 
901  DATA  PLAIH  SMORD,15,0 

982  DATA  SPEAR, 17, 8 

983  DATA  LONG  BOM, 28,8 

984  DATA  POISON  ARR0M,2,8 

985  DATA  SILVER  ARR0M,5,8 

986  DATA  LEATHER  ARMOR, 28, O 

907  DATA  CHAIN  MAIL. 30,0 

908  DATA  PLATE  ARMOR, 40,0 

909  DATA  IRON  SHIELD, 10,0 

910  DATA  RADIUM  ST ATUETTE, 26 , 0 

911  DATA  GOLD  NUGGET, 12,0 

912  DATA  IVORY  DRAUGHTS  SET, 42,0 

913  DATA  GOLD  BAR, 46,0 

914  DATA  POT  OF  GOLD, 33,0 

915  DATA  BAG  OF  SILVER, 17, O 

916  DATA  CASKET  OF  GEMS, 66.0 

917  DATA  DEAD  ATARI  408,40,6 

918  DATA  FIRESTONE, 50,0 

919  DATA  BAG  OF  ORICHALCS , 108, 8 
928  DATA  BLACK  PEARL  HECKLACE , 15 , 8 

921  DATA  BLUE  SPHERE, 5. 2 

922  DATA  RED  PYRAMID, 5, 2 

923  DATA  YELLOM  CUBE, 5, 2 

924  DATA  GREEH  B0K,5,2 

925  DATA  FIRESTOHE , 58 , 5 

926  DATA  AMETHYST , 50, 5 

927  DATA  RUBY, 50, 5 

928  DATA  TOPAZ, 50. 5 

929  DATA  BLUE  HOPE  DIAMOHD,75,0 

930  DATA  SILLY  PUTTY, 1,6 

931  DATA  CAHH0HBALL,9,8 

932  DATA  BATS  BREATH, 6, 6 

933  DATA  CHARIOT  UHEEL,25,0 

934  DATA  FLAMING  DRAGON  SMORD,25.14 

935  DATA  MHITE  HAIR. 0,8 

936  DATA  BLACK  MOOD  SPEAR, 19,1 

937  DATA  16K  GOLD  CHIP, 13,0 

938  DATA  CRACKED  CLAY  PITCHER, 0,28 

939  DATA  GREEN  ORB, 29, 9 

948  DATA  JADE  NECKLACE, 33, 13 

941  DATA  PHILOSOPHERS  STONE, 7.1 

942  DATA  7  LAYERED  SHIELD, 15, 17 

943  DATA  IRON  PINCERS, 3. 8 

945  DATA  SUNKINGS  CROMN.70,11 

946  DATA  CUNVS  SKULL, 0,10 

947  DATA  ROCK, 0.18 

948  DATA  KNISH,4,18 

949  DATA  STEM, 5,18 

950  DATA  MUTTON, 6, 18 

951  DATA  PORK  CHOPS, 7, 18 

952  DATA  STEAK, 8. IB 

953  DATA  CIDER, 4. 19 

954  DATA  ALE, 5, 19 

955  DATA  MINE, 6,19 

956  DATA  MEAD, 7,19 

957  DATA  LEADEN  LIQUID, 33, 19 

958  DATA  SOCK  OF  MAGIC  BEANS, 2, 18 
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959  DftTft  PUDDLE- O, 19 

960  DATA  DOM  PERIGNOH , 4 , 19 

961  DATA  MERCURY  PUDDLE, 1-19 

962  DATA  FUNGUS  BREAD, 0,18 

963  DATA  FORBIDDEM  FRUIT, 2, 18 

964  DATA  05TR1CH  MCMUGGET , 0 , 18 

965  DATA  YELLOU  RIBBON, 5, 18 

966  DATA  ROCK, 0,8 

967  DATA  PEBBLE, 0,6 

968  DATA  DOUGHNUT  HOLE, 0,22 

969  DATA  CUTLASS , 20 , 12 

970  DATA  SILVER  OVOID, 15, 24 

971  DATA  HONDA, 100,0 

972  DATA  PLUMED  HELMET, 18,0 

999  DATA  N,  S,  E,  W,  K  ,  G- D,  I,  F,  A,  T,  FP  ,  FS,  E 
T,DK,QT,SG 

1000  IF  L=73  THEN  N1=A : N2=G : GOSUB  270: 
RETURN 

1001  IF  L=89  THEN  GOSUB  680 : RETURN 

1002  IF  L=58  THEN  HP=OLDHP : Nl=48 : N2=G : 
GOSUB  199: RETURN 

1008  IF  L=136  AND  TM 1134 , D3 +TM C136 , D3 < 
A  THEN  GOSUB  1300: POP  :Cl=16:GOTO  601 

1O50  RETURN 

1100  IF  FCA3<A  THEN  ?  "YOU  HAVE  NO  FOO 

D.":G0T0  1199 

1105  ?  "EAT  WHAT"; : INPUT  CS : IF  CS=""  T 
HEN  1105 

1106  FOR  K=H  TO  I : IF  EtKJ=0  THEN  1111 

1109  Y=EtK3 : RESTORE  S+V : READ  KS,Z,ZZ 

1110  IF  KS=CS  THEN  1113 

1111  NEKT  K 

1112  ?  "YOU  DON'T  HAVE  ONE-": GOTO  1199 

1113  IF  Y=58  THEN  HP=OLDHP : SG=E 

1114  IF  V=63  THEN  ?  "SINNER !": GOTO  112 


TASTES  LIK 


1115  IF  V=62  THEN  ?  "YEECH ! 
E  POISON! " :HP=0 : GOTO  350 

1118  IF  ZZ=0  THEN  FC=CN*Y : JK=A : GOTO  11 
20 

1119  ?  "YOU  CAN'T  EAT  THAT.":GOTO  1199 

1120  FCJK3=FtJK3-A:EtK3=0:M=W-A 
1130  ?  "AAHHH!   THAT  MAS  SO, SO  GOOD!" 

1199  RETURN 

1200  IF  FtB3<A  THEN  ?  "YOU  HAVE  HO  DRI 
NK.":G0T0  1299 

1205  ?  "DRINK  WHAT";: INPUT  CS:IF  CS="" 
THEN  1205 

1206  FOR  K=H  TO  I : IF  EtK3=0  THEN  1211 

1209  Y=EtK3 : RESTORE  S+Y:READ  K5,Z,ZZ 

1210  IF  KS=CS  THEN  1213 

1211  NEKT  K 

1212  ?  "YOU  DON'T  HAVE  ONE ■": GOTO  1299 

1213  IF  Y=61  THEN  ?  "GURGLE, GURGLE ■": H 
P=0:G0T0  350 

1214  IF  V=57  THEN  HP=OLDHP 

1216  IF  ZZ=19  THEN  DC=CN+V-23 : JK=B : GOT 

0  1120 

1219  ?  "YdU  CAN'T  DRINK  THAT -": GOTO  12 
99 

1299  RETURN 

1300  ?  :?  "THE  WALLS  BEGIN  TO  GLOW-  SU 
DDENLY,    FIERY  RUNES  APPEAR  IN  THE  AIR 

1  I  I  I  •■  ;  7 

1301  RESTORE  844 : OK=E : GOSUB  1304:?  "  I 
S  YOUR  NAME  AND  ";: QK=C : GOSUB  1304:?  : 
?     "IS     THE     SECRET     OF     YOUR     POWER!" 

1303  ?     :lFOR    K  =  A    TO     J :  NEKT     K:RETURN 

1304  FOR     II=A     TO     aK:READ     K:K=K+SCB3:? 
CHRS(K3 : :NEKT     II: RETURN 

1600     IF     S  tC3/'B<>INT  tS  tC3/B3      AND     S  CAJ  <H 
THEN     GOSUB     1650 : GOTO     1660 
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IF     TMCA,D3+TMtB,D3>0     THEN     GOTO     16 


IF     StA3<A     THEN     GOTO     1650 

GOSUB     3O0O 

IF  LEN(CS3<>E  THEN  1649 

IF  CSCE,E3  OCHRSC803  THEN 

RETURN 

? 


1649 


1610 

50 

1620 

1635 

1639 

1640 

1645 

1649 

1650 

BACK!" 

1660  ? 
S!" 

1661  HP=0:P0P  :GOTO  358 
1800  IF  StD3/B<>INTCSCD3/'83 

THEN  GOSUB  1850:GdT0  1660 
1810  IF  TMC53, D3 *TMt68,D3*TMt84 
67,D3>0  THEN  GOTO  1850 

1820  IF  StA3<H  OR  S tB3 <A  THEN  GOTO 
0 

1835 
1839 
1840 
1845 
1849 
1850 
CK!" 


■"GNDRW!  ■" 

"A  BLUE  FORCE  FIELD  PUSHES  YOU 

K1=K1+A: RETURN 

"THE  GUARDIAN  RIPS  YOU  TO  SHRED 


AND  StB3  <H 


D3  +TMt 


185 


GOSUB  30C!O 

IF  LEHCCS3  0E  THEN  1849 
IF  CSC5,53  OCHHS  t903  THEN  1849 
RETURN 

?  "'GNORW! '" 

?  "A  RED  FORCE  FIELD  SLAMS  YOU 
:K1=K1*A:RETURN 


BA 


2800  IF  L=l  THEN  GOSUB  1680 : RETURN 
2002  IF  L=67  THEN  GOSUB  1800 : RETURN 
20O4  IF  L=135  THEN  GOSUB  210O : RETURN 
2O06  IF  L=48  THEN  GOSUB  2200 : RETURN 
2850  RETURN 

2100  IF  SCA3+StB3*StC3+S  tD3=44  THEN  ? 
"TELEPORTED ! " : K1=K1-A : RETURN 

2101  IF  S  tAJ/BOINT  CS  tA3/B3   AND  S  CC3  <H 
THEN  GOSUB  2150:G0T0  1660 

2110  IF  TMtl31, D3*TMtl35,D3 >0  THEN  GOT 

0  2150 

2120  IF  SCA3+StB3<I  OR  5 CC3 <A  THEN  GOT 

0  2150 

2135  GOSUB  3OO0 

2140  IF  LENtCS3<>D  THEN  2149 

2141  IF  CS  tD,D3  OCHRSC803  THEN  2149 
2145  RETURN 

2149  ?  "'GNORW! '" 

2150  ?  "A  YELLOW  FORCE  FIELD  SHOVES  YO 
U  BACKVIOLEHTLY ! " : Y1=Y1+A : RETURN 

2200  IF  SCB3XB<>INTCStB3/B3   AND  S CD3 <H 

THEN  GOSUB  2250 : GOTO  1660 
2210  IF  TMC48, D3 *TMt47,D3 >0  THEN  GOTO 
2250 

2220  IF  SCA3 +S tB3 +S tC3 <38  OR  S tD3 <A  TH 
EN  GOTO  2250 
2235  GOSUB  3000 

IF  LENtCS3<>5  THEN  2249 

IF  CS tC,C3 <>CHRSt763   THEN  2249 

RETURN 

?  ■■■GNORW!  "■ 

?  "A  GREEN  FORCE  FIELD  CRUSHES 
AND  PUSHES  YOU  BACK!":K1=K1 


YO 
a: 


2239 

2240 

2245 

2249 

2250 

UR  FACE 

RETURN 

290O  CN=CN-A:TRAP  2914: GOSUB  2950 : IF  X 

5  =  "D"     THEN  ?   :?  ■'INSERT  DISK-   PRESS  IJM 

If  illl/l'^;  :  INPUT  KS:GOTO  2905 

2904  ?   :?  "POSITION  TAPE.   PRESS  USSEEBi 

mimawivi.    then  maiiini]." 

2985  KS  =  CHRS  (1553  :  OPEN  ««A,F,0,CS 

2906  ?  »tA;  Ki;KS;  yi;ks;ll;K5;cs;ks;ci;K 
s;cw;ks;co;Ks;cH;ks;SG 

2907  ?  ttA;  CD;KS;OLDHP;KS;HP;KSi;GP;KS;E 
p;ks; W(A3 ;KS;F(a3 ;XS;F(B3 
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2908  ?  **A;  W;hs;ch;ks;fc;K5;dc;K5;sC5;k 
5:SftC;KS;SCM;KS;sci;K3;scD 

2989  FOR  K=fi  TO  D : ?  «A;StK3:NEKT  K : FOR 
K=A  TO  l:?  ttn;ECKl :NEKT  K 

2911  FOR  K=fl  TO  fll : FOR  Y=ft  TO  D:?  «fl;T 
MCK,VJ:MEKT  Y : NEKT  K 

2912  CLOSE  t»A:?  :?  "CaOOHE -••:  RETURN 
2914  CLOSE  «ft:?  :?  "QERROR -'■:  RETURN 


2928  TRAP  293B:IF  KS="D"  THEN  ? 


•IN 


33' 


: INPUT    K5:GOT 


=Y:NE 
=Y:NE 


SERT  DISK.  PRESS  l:l:*l' 

O  2924 

2921  ?  :?  "POSITION  TAPE.  PRESS  \limKi^ 

THEN       imil|!i:i-" 

2924  OPEN  «A,D,0,CS:INPUT  »A;K1,V1-LL, 
CS,CI,CU, CO,  CH,  5G 

2925  INPUT  «tA;CD-OLDHP,HP,GP,EP,K,  V,Z: 
UtA3=K:F  CAJ=Y:F  tB3  =Z 

2926  INPUT  »A;M,CN>FC,DC,5CS,SAC,SCW>S 
CI.SCD:CH=CN+A 

2927  FOR  K  =  A  TO  D  :  INPUT  »»A;V:StK): 
KT  K:F0R  K=A  TO  I:  INPUT  ttA;Y:EtKJ  = 
KT    K 

2929  FOR  K=A  TO  Al : FOR  Y=A  TO  D : INPUT 

«A;Z:TMCK, Y3=Z:NEHT  Y:NEKT  K : GOTO  2912 

2938  GOSUB  2914 : POP  :GOTO  15 

2958  ?  :?  "CASS/DI5KCC/D3"; : INPUT  KS : C 

S="C:":IF  HS="D"  THEN  CS="D : AI . DAT" 

2951  RETURN 

3888  ?  "THE  VOICE  OF  THE  GUARDIAN  HISS 

ES,":?  "'TAHM  51  EHT  KIGAM  DRUM'";:INP 

UT  CS: RETURN 

18513  DATA  67 , OOEO , ALTAR-STONE  SLAB  UP 

HELD  ON  A  DAIS  BVKNEELING  CHERUBS., ^^v 

18612  DATA  84  .  NOEO  ,  H,  «;-!  h 

18613  DATA  68, NSOM, HALL  OF  STONED  GIAN 
TS.  TO  THE  WEST   IS  A  RED  GLOW.-*. ♦• 

18614  DATA  53  ,  OSEO  ,  H.  ♦/-•  h 

18711  DATA  97,  NOEO,H.»'»lH 

18712  DATA  85  ,  NSOU,  H  ,  v«1  .^ 

18713  DATA  69, NSOO, DOME-SHAPED  ROOM-  A 
HOT  AMBER  SPHEREFLOATS  NEAR  THE  ROOF 

EMITTING  RAYS  -  , B !♦♦ 

18714  DATA  54  ,  HSOM,  H,  ♦'^i,^ 
10715  DATA  42,0SE0,H,*Bt4 
18728  DATA  166,  OOEO,  O  ,  <^»»  . 

18721  DATA  169,  OSEO,  PIRATE  FRIGATE, -e-E  I 


18888 

1B809 

RATER 

.1  I- 

10810 

18811 

18812 

18813 

10814 

10815 

10816 

10828 

18821 

18822 

10908 

18989 

18918 

10911 

10912 

10913 

10914 

10915 

10916 

10920 


DATA 
DATA 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 


163,NOEO,M,i»>B*'^ 
160, OSEO, AHZ  FISSION  BOMB  C 
EVERYTHING  SHINES !," 


101 
98, 
86, 
70, 
55, 
43, 
28, 
165 
168 
171 
162 
159 
102 
99, 
87, 
71, 
56, 
44, 
29, 
164 


NOEO 
NSEM,H 
NSEO,H 
NSEO,H 
NSEO,H 
NSEU,H 
OSEO,C 
,OOEU, 
,NOOU, 
,OSEO, 
,NOEU, 
,OSEU, 
,NOOM, 
HSOM, C 
NSOU, C 
NSEM,C 
NSOM,C 
NSOM,C 
OSOU,C 

NOEU 


C  ,  ^B^i 


-a 
,  <<»• 

M  ,  ♦_•♦ 
P,  ♦<»»» 
P,  ♦C*''^ 
M," •♦» 
A , ♦♦♦♦ 
C,  ♦■•i-' 
,/;y'T 
,♦/'^^ 

,B.  t" 

ROCKY  ROAD. 
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10921  DATA  167, NSOO, CLIFF  OVERLOOKING 
THE  SHINING  SEA,v<»*^<» 
18922  DATA  178  ,  OOOM,  O,  WJH 

11008  DATA  161,NOOM, M, ♦♦♦• 

11009  DATA  158,NSOU,A,C^  If- 

11010  DATA  157,  NSOO,  A,  <»<»♦» 

11011  DATA  156,  NSOO,  A,  <(>;♦♦ 
11H12  DATA  155, NSOO, A, »B  Ih 

11013  DATA  72,NSEU, SIGN  READS  3  MILES 
TO  THE  TEMPLE  OF  SEZEEN .  ,  =/<^v 

11014  DATA  138, NSEO, SMALL  ILL-KEPT  CEM 
ETARY.  MUSHROOMS   ABOUND  HERE . ,  «-l  r 

11015  DATA  137,  NSOO,  L,  ;/»<^ 

11016  DATA  30,NSEO,F,  ;*i^» 

11017  DATA  23,NSOO,F,B/-»- 

11018  DATA  17,NSOO,F, ♦*+^ 

11019  DATA  11,HS00,F,'(»»-I- 

11020  DATA  5,0S0U,N, *_»♦ 

11106  DATA  127, NOEO, K, ♦;  ♦♦ 

11107  DATA  121, NSOO, K,»kNF 

11108  DATA  115,OSOO,K,»<^*» 

11109  DATA  109,  NSEO,  K,  ;/l-h 

11110  DATA  103,  OSEO,  K,<»/'<r» 

11112  DATA  88, NOEO, STRAM  COTTAGES, B;«« 

11113  DATA  73,NSEM, TUO  EYE'S  BLACKSMIT 
H  SHOP,*»*ir 

11114  DATA  57,OSEU, LACY  MARBLE  CATHEDR 
AL, ♦»♦» 

11116  DATA  31,OOEW,  F,<^'^<^* 

11117  DATA  24, NOEO, STABLES.  CPHEU'J  TH 
ERE  IS  A  GIGANTICUOODEN  HORSE  HERE!,^/ 

11118  DATA  18,NSEO,SOUTHMEST  TURRET  ,« 
w» 

11119  DATA  12,  NSEO,  GUARDS'  ROOMS,  «w(:.i 

11120  DATA  6, OSEO, NORTHEAST  TURRET.  TH 
E  SHINING  SEA  CAN  BE  SEEN  THRU  A  SLI 
T  MINDOU.  ,  ;  ••*<* 

11121  DATA  l,OOEO,TINY  UHITE  CUBICLE  U 
ITH  NICE  THICK   PADDING .,*■  ♦♦ 

11205  DATA  132, NOEO, J, ♦•rr 

11206  DATA  128,OSOII,  J,*/!-* 

11207  DATA  122,OOEO,ORC  STORE  ROOM,-,  h 
I 

11208  DATA  116, NOEO, ORC  COMMON  ROOM, ; > 
l-i 

11209  DATA  110,OSOU,  ORC  GUARD  ROOM,  wh 

11218  DATA  104, NOEU, DARK  CAVERNOUS  MOU 
TH — THE  ENTRANCE   TO  THE  CAVES  !, -t/"  h 

11211  DATA  100, NSOO, SIGN  READS  5  MILES 
TO  THE  CAVES  OF   PURB  .  ,  ♦♦♦♦^ 

11212  DATA  89, NSEU, THREE  EVE'S  PAUN  SH 
OP  ,  ♦♦»<»> 

11213  DATA  74,NSEU, TOUN  SQUARE  OF  THE 
VILLAGE  OF  MAG.    A  LAUGHING  MAD  MAN  CR 
lES   ' BEUARE ! ' . , K»V» 

11214  DATA  58, NSEU, ONE  EYE'S  TAVERN, BD 

11215  DATA  45, NSEO, SIGN  READS  3  MILES 
TO  THE  CASTLE    OFPICCUH  .  ,  ./'  II- 

11216  DATA  32, NSEU, OUTER  GATE  ROOM.  TH 
E  12-TON  IRON      GATES  ARE  AJAR!,«;-i- 

11217  DATA  25, NSEU, INNER  GATE  ROOM.  TH 
E  INDESTRUCTIBLE  INNER  GATES  HAVE  BEEN 

SHATTERED!  ,  *<r  ||- 

11218  DATA  19, NSEU, MAIN  HALL.  ON  THE  U 
ALL  IS  AN  ANCIENT  TAPESTRY  DEPICTING  A 

BLACK  SUIRLING  UHIRLAKY ,  9a*v 

11219  DATA  13, NSEU, SERVANTS'  OUARTERS, 
•/I  I- 

11220  DATA  7,OSEU, EMPTY  STORE  ROOM.   SP 
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o 


o 


o 


o 


o 


o 


IDERS  AND  SLUGS  DRIP  UEMOMOUS  VITRIOL 
FROM  THE        RAFTERS. ,B»»» 
11221  DATA  2, OOEM> TORTURE  CHAMBER-   TO 
THE  WEST  IS  A     BLUE  GLOU-   A  BROKEN  SK 
ELETON  LIES     ON  THE  RACK.,+-r'-h 

11382  DATA  134,  NOEO  ,  I- ♦<»<'» 

11383  DATA  134,  NSEO,  I, '^v^ 

11384  DATA  134  ,  OSEO  ,  I  ,  ♦'^^^ 

11385  DATA  133, NOOM, J , ♦ "r- 

11386  DATA  129,  OSEO,  J  ,  <»B  n 

11387  DATA  123,NO0M, ORC  CHIEFTAIN'S  QU 
ARTERS.  ON  THE      UALL  IS  A  MURAL   OF 
A  PINK  TROLL., »+-h 

11388  DATA  117,OSEU,ORC  LIVING  QUARTER 
S,  ^^'^l-' 

11389  DATA  111  ,  NOEO,  B,  ♦^'^^ 
11318  DATA  185,0SEU,  B,  ♦;<^<^ 

11312  DATA  98, NOOU, BRICK  COTTAGES, *«»» 

11313  DATA  75, NSEU, MARKET  PLACE  OF  THE 
FOUR  EYES,*/'** 

11314  DATA  59,OSOM, LOG  CABINS,**** 

11315  DATA  139,OOEU,L,*/** 

11316  DATA  33,OOEI4,F,**** 

11317  DATA  26, HOOM, SOUTHEAST  TURRET.  Y 
OU  CAN  SEE  A       DENSE  FOREST  THRU  THE 

MINDOU- ,*;** 

11318  DATA  28, NSOM,  GUARDS'   ROOMS, **«=■• 

11319  DATA  14,NSEM,THE  MINOR  HALL.   AN 
EUIL  VIOLET  FLAMEGYRATES  ON  THE  MANTLE 
PLACE. ,3—** 

11328  DATA  8, OSEM, LIVING  QUARTERS.  EVE 
RVTHIHG  IS  STRANGELY  WARPED.,**** 
11321  DATA  3, OOEU, DUNGEON.  THE  BARS  AN 
D  SHACKLES  ARE  ALL  RUSTY  AND  CORRODED 
NOM. .**  H 

11482  DATA  136,  NOEI4,  THE  INFINIT  CRYSTA 
L  ROOM,*"** 

11483  DATA  134 , NSEU,  I , **** 

11484  DATA  134 , NSEU, I , **** 

11485  DATA  134 , OSOO , I , **** 

11486  DATA  138 ,  NOEM,  8 ,  *; -'v 

11487  DATA  124 , NSOO , B , ***t 

11488  DATA  118 , OSEM, B , *;  h  I 

11489  DATA  112 , HOEM, B , **** 

11418  DATA  186,0000, LAVA  PIT.   THERE  SE 
EMS  TO  BE  NO  MAY    OUT.,D'.i- 

11413  DATA  76,OOEM,SIGN  READS  3  MILES 
TO  THE  FOREST  OF  ELBCH.,B;** 

11414  DATA  141,H0E0,L,B;** 

11415  DATA  148,0S0M,L, **i h 

11416  DATA  34,NOOM, F, J ■"4 

11417  DATA  27,HSOO,F,*S** 

11418  DATA  21-0SE0,F,«.J** 

11419  DATA  15,NOOM,GUARD'5  ROOMS.**** 
11428  DATA  9, NSOM, VAULT  *  ARMORY,  rK-'-h 
11421  DATA  4,OSOM,SHORT  ARCHED  TUNNEL, 

;•  «v 

11582  DATA  134 , NOOM,  I , **** 

11583  DATA  134 , NSOM, I , **** 

11584  DATA  134 , OSOM,  I,  ;  / "^ 

11585  DATA  135 , NOOO , CHAMBER  OF  TEL-EPO 
,/t** 

11586  DATA  131 , OSOM, LEDGE  IN  FRONT  OF 
A  YELLOM  CHAMBER,  **^l- 

11587  DATA  125 , NOOO , B , *—** 

11588  DATA  119 , OSOM, B , B/** 

11589  DATA  113 , HOOM,  B , *"** 
11518  DATA  187,  OSEM, B,B;** 

11511  DATA  143,NOEO,L,**** 

11512  DATA  142,NSOO,L,**** 

11513  DATA  77, NSOM, D,*/** 

11514  DATA  68,eSEM,D,*; ■ h 
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11515  DATA  46,H0E0,E,***V 

11516  DATA  35,OSEO,E,*/*- 

11518  DATA  22,NOOM,F,*H** 

11519  DATA  16,HS00,F,*B** 
11528  DATA  18  ,  OSOO,  N,  */'** 

11687  DATA  126,NeOO,THE  UIZARD ' S  SECRE 
T  ROOMS!,   J-i-h 

11688  DATA  128 , NS08, DARKNESS .   TO  THE  S 
OUTH  IS  A  LIGHT!,*;** 

11689  DATA  114 , NSOO, B, **♦* 
11618  DATA  188, OSEM, B,/"** 

11611  DATA  144,OOEM,L, *_t4 

11612  DATA  91,HOEO,G,-. ** 

11613  DATA  78,OSEO,G,*.** 

11614  DATA  61,00EM, MILD  CRAB  APPLE  TRE 
E  ORCHARD, ??*h 

11615  DATA  47,00EM,SMAMP.  A  GREENISH  G 
LOM  EMANATES  FROMTHE  EAST.,**** 

11616  DATA  36,OOEM, E,**** 
11789  DATA  153 , NOEO , L , **** 

11718  DATA  154, NSOM, CAVE  MOUTH,**** 

11711  DATA  145, OOEM, TIME  PORT  t»l,/;** 

11712  DATA  92, OOEM, G,**** 

11713  DATA  79, OOEM, G,**** 

11714  DATA  62, OOEM, D,**** 

11715  DATA  48,OOOM, A  BRACKISH  SPRING  B 
UBBLES  UP  FROM  A  MOUND  AT  THE  BASE  OF 
A  TREE.  ,  :*^t- 

11716  DATA  37, OOEW,E,*B** 
11889  DATA  152 , OOEM, L , **♦* 

11818  DATA  158, 0000,CRATERED  NUCLEAR  B 
ATTLEFIELD.*BKh 

11811  DATA  146, OOEM, ASPHALT  PARKING  LO 
T , *G»  h 

11812  DATA  93, OOEM, G,**** 

11813  DATA  88,HOOM,  G,***l- 

11814  DATA  63, OSEM, D-**** 

11815  DATA  49,  NOEO,E,B/'** 

11816  DATA  38, OSOM, E-**** 

11989  DATA  151, DOOM, BACK  GATE,**** 
11918  DATA  148, NSEM, SILVER  DOME-  A  SIG 
N  READS  OPERATOR   REQUIRED  FOR  2-MAV  O 
PS . , *F** 

11911  DATA  147, OSOM, MIERD  BUILDINGS.   0 
NE  OF  THEM  IS        AN  ANTI-MATTER  POMER 

PLANT . ,**** 

11912  DATA  94,N00M,G,B:** 

11913  DATA  81,  NSOO,G,*;*l- 

11914  DATA  64,0SEM, D,C/f 

11915  DATA  58, NOEM, IMMENSE  BLUE  LAKE  C 
OVERED  BY  BLACK   SUAHS.,;*i-H 

11916  DATA  39,OSEO,D,**** 

12818  DATA  149, ODOO , PRIMEVAL  RAIN-FORE 
ST,*-»-SH 

12812  DATA  95,NDE0,A  BROKEN  CIRCLE  OF 
STANDING  STONES,*;  -i 

12813  DATA  82 , NSOO , FIELD  OF  SUNFLOMERS 
,  *B** 

12814  DATA  65,HS0M,D,*I  ** 

12815  DATA  51 , OSEM, D , **** 

12816  DATA  48, OOEM, D, **** 

12112  DATA  96,NOOM,MEADOM  OF  EAT-YOU-A 
LIVE  FLOMERS,e-** 

12113  DATA  83, NSOO, MONOLITHIC  STONE  RU 
INS, V 

12114  DATA  66, NSOO, FIELD  OF  UNITE  MOON 
FLOMERS,**** 

12115  DATA  52, OSOM, D,/.  ** 

12116  DATA  41,OOOU,AN  OLD  OAK  TREE  CAS 

continued  on  next  page 
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It5  ft     DAPPLED        SHADOU  OVER  A  QUIET  G 
■LADE. .+A!  I 

^TYPO  TABLE 

variable  checksun  =  2879836 


Line 

nun  rang 

e 

-  10 

12 

-  20 

48 

-  96 

97 

-  110 

111 

-  153 

154 

-  209 

218 

-  283 

285 

-  346 

348 

-  370 

371 

-  402 

483 

-  432 

433 

-  442 

443 

-  455 

457 

-  481 

482 

-  510 

511 

-  524 

525 

-  540 

541 

-  566 

567 

-  584 

585 

-  602 

603 

-  630 

640 

-  671 

672 

-  685 

686 

-  750 

751 

-  802 

Ode 

Length 

LM 

604 

DM 

528 

DV 

486 

FV 

459 

JC 

391 

UT 

540 

NU 

431 

JH 

507 

PZ 

399 

ET 

348 

TK 

426 

TF 

504 

HH 

325 

DA 

466 

LM 

263 

PA 

261 

CR 

297 

MD 

379 

BE 

414 

GD 

388 

OL 

523 

FP 

501 

EE 

469 

FT 

501 

NN 

387 

^1  game  of  the  month  [ 

ADVENT  X-5 


803 

-  814 

UC 

333 

815 

-  826 

LE 

316 

827 

-  838 

DO 

339 

844 

-  911 

MQ 

271 

912 

-  923 

JQ 

286 

924 

-  935 

CR 

255 

936 

-  948 

KL 

284 

949 

-  960 

YB 

224 

961 

-  972 

MT 

263 

999 

-  1111 

TL 

407 

1112 

-  1206 

ZE 

419 

1209 

-  1303 

NJ 

459 

1304 

-  1661 

EK 

345 

1800 

-  2004 

NM 

381 

2006 

-  2150 

NZ 

371 

2200 

-  2905 

ZE 

481 

2906 

-  2926 

YV 

513 

2927 

-  10712 

QH 

507 

10713 

-  10814 

JC 

381 

10815 

-  10914 

RM 

246 

10915 

-  11014 

SU 

379 

11015 

-  11112 

GM 

258 

11113 

-  11208 

OE 

503 

11209 

-  11217 

R5 

548 

11218 

-  11307 

PU 

531 

11308 

-  11320 

TY 

501 

11321 

-  11414 

ZA 

414 

11415 

-  11506 

TJ 

337 

11507 

-  11519 

EM 

246 

11520 

-  11709 

OK 

375 

11710 

-  11813 

YK 

373 

11814 

-  12010 

BI 

432 

12012 

-  12116 

HQ 

388 

o 


o 


h^LISTING  1 


1  REM    ADVENT    »-5 

2  REM    BY    J.D.     CASTEN 

3  REM    ANTIC     MAGAZINE 

5    Z=0:0=    NOT    Z:H=100:C=O+O: A=150:B=C»H 

:GRAPHICS    Z:POKE    559.Z:G0T0    10OO 

lO     GOSUB     15000:GET    «»0-V:IF      tV<32     OR     Y> 

903     AND     Y0126     AND     Y0155     THEN     POKE     70 

2,64:POKE    694,Z:GOTO    10 

15  IF  Y=155  THEN  RETURN 

20  IF  CV=126  AND  L=01  OR  tL=31  AND  Y<> 

126J  THEN  10 

25  IF  Y=126  THEN  L=L-0 : IS=IS CO , L3 : ?  "* 

"i   :G0T0  lO 

30    ?    CHHStYJ ; :lSCL3=CHHStYJ :L=L*0:G0T0 

10 
50     IF     J>52     AND     O C23 <255     OR     J> 58     THEN     ? 

■■     tit's    c  losed]  ••:  RETURN 
55    ?    ■■     Ci-f  s    openj'>:IF    J>52    THEN    L  =  0 
60    RETURN 
10O    L=Z:POKE    82,0:D=Z:IF    Ot70J=Z    AND    O 


tOJ>21  THEN  ?  '■ 

105  IF  OtZJ>28  AND  0 tZJ <33 

55  THEN  ?  • 

■■:D=0 

110  RESTORE  9000+0 tZ] : READ 

F  D  THEN  145 

112  ?  "isYou're  ";LS;".>You 

=0  TO  62 

115    IF    OCJJ=OCZJ     THEN    REST 

EAD  LS:?  LS;  ■'.'■:  Y=0  :  IF  J<6 

HEN  GOSUB  50 

117  NEKT  J:IF   NOT  Y  THEN 

pec  ial . " 

120  ?  "Oboious  exits  :■•:  L5= 

astEauestBUPEZZ3Downa":F0R    J 

SCCDStJJJ>99    THEN    ?    "-Out" 

125  IF     ASCCDSCJ3J     THEN     J=J 
J»5+0-  J**5  +  53  ;  :  J=J+0 

126  IF     OtZJ=C     THEN     IF     J=0 
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AND    0C16}<2 

LS,DS: Y=Z:I 

see:":FOH    J 

ORE    J+95O0:R 
1    AND    J>46    T 

?    "Nothing    s 

NorthSouthE 
=0  TO  6: IF  A 
; :G0T0  130 
-O:?  "~";LSt 

THEN  ?  "-out 
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o 


o 
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138    HEKT     J:?    '■-■ 
145    POKE    82-Z:? 


•■;  :POKE    82,0 
card     is    gloviins." 
=  60     THEN     0C6 


147    IF    L    THEN    ?    "The 

158     0C645=0 t64) +0: IF     OC64): 

5J=0t65J+0:0C643=Z:IF     O t653 =12     THEN     99 

98 

154  IF     0t73J=3e     THEN     168 

155  IF    0tZJ=7    ftND    O tl53 =255    THEN     ?    "Th 
e    barbell     pulls    you    down!":FOR     J=0    TO 
250:NEKT    J : O tZJ =38 : GOTO    H 

168    IF     COtZJ<21    AND    0tZl>17    fiND    O t6J <2 

55J      OB     CO[ZJ>28     AND     O CZJ <33     AND     O tlBJ < 

255J      THEN     9997 

165     IF     0tZJ<>39     AND     O C66i      THEN     ?     "The 

alien    devours    mou!>!":GOTO    8088 

178  0t663=Z:IF  OCZl=Ot233   THEN  ?  "The 

alien  is  opening  iT's  Mouth . " : O C663 =0 

175  IF  0C673  AND  O C673 <9  THEN  O t67J =0 C 

673+0:?  "You're  bleedi ng ! " : IF  0  1673=8 

THEN  ?  "YOU  bled  to  death!":GOTO  8808 

188  IF  0t673=Z  AND  0CZ3=32  THEN  ?  "The 

shark  bi-t  you.  "  :  O  C673  =0 
185  IF  Ot713  AND  fOt93>H  AND  O193O110 

AND  Ot93<>1313  THEN  ?  "The  fuel  burst 
s  into  f lanes!": GOTO  8880 
198  Ot713=Z:IF  O C93 =255  THEN  O t713 =0  :  ? 

"The  fuel  is  gERY  hot!" 
288  0C733=0tZ3 : 5S="" : 5=Z: F=Z: L=0 : IS="" 
:?  "lif.llllMiBW":  :GnsUB  18:?  :FS  =  IS:K=Z:L 
=  Z 

205  IF  LENtF$3<3  THEN  FS CUEN CFS3 +03 =" 
":GOTO  285 

218  LS="GO  UALRUNEHTCRASUICLIJUMSAVTEL 
ASKYELSCHDROtEAPUTREUI  LOOEKADESSEERE 
AGETTAKCRAPICHOLCATUSEPRETURCUTINM" 
215  L5  tl033  ="5AWPUSOPEQUISHONORSOUEA5U 
ESUP  DOUOUTN  S  E  U  U  D  O  " 
228  F  =  54-U5RtADRtMS3  ,53, ADR tLS3  , ADR  IFS 
33:IF  F>46  THEN  F=F-7 

225  K=K+0:IF  F=47  OR  K=0+C  THEN  ?  "I  d 
on't  understand  that .": GOTO  B 
238  l.=Z:IF  F>39  THEN  L  =  5  +  0»  t5=Z3  :  5  =  F-3 
9:F=L:IF  L<14  THEN  GOTO  B+H 
240  IF  F=L  THEN  K=C : GOTO  225 
250  V=Z:a=H:FOB  J=0  TO  LENtIS3:TRAP  26 
0:IF  IStJ,J3="  "  THEN  5S=IS t J*03 : IF    N 
OT  Y  THEN  Y=J+0 

255  IF  ISCJ, J+C3="IN  "  OR  IStJ,J+C3="F 
RO"  THEN  a=J 

260  HEKT  j:I=Z:IF  Y=Z  THEN  S=63 : GOTO  B 
*H 

265  LS="WATCARBOOCONBAN5UIPLAKEVFUEBAG 
KHIGUNPISBATBAHMASPAPSNOTREFERSHASHAAL 
IMOHROBBOXBOKDIACABBUTTANSPESCRADV" 
270  LS  tl033  ="SHUAOUFISHOOAOUPOOCHACAGV 
ENUENWENUENELEELEELEELEELEELEDOODOODOO 
DOODOODOODOODOOUNIKLY" 

275  S=63-U5R tADRCMS3 ,62,0DRtLS3+I,ADRC 
SS3  3  *I/3 

288  IF  5=63  THEN  S=F : FS=SS : TRAP  2e5:FS 
=SS tO,03 :G0T0  205 

285  IF  S<63  THEN  IF  OCS3<>OtZ3   AND  O C5 
3  0255  THEN  I  =  S»3  :  GOTO  275 
290  IF  S>62  THEN  FS="~" : GOTO  285 

380  ON  F  GOTO  358,350,358,350.350,350, 
350, 350, 550, 550, 550, 550, 550, 4  58, 458, 45 
O, 450, 775,500, 500,500,500,500-408, 488 

381  ON  F-25  GOTO  400,408,408,480,808,8 
00,800.650, 775, 1015,800,680,1815,650 
350  IF  S>7  THEN  375 
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352  IF  5=7  THEN  365 

355  IF  DSt5,S3="»"  OR  ASC CDS t53 3 > 99  TH 

EN  ?  "You  can't  go  that  way.":GOTO  B 

357     IF     0CZ3=24     AND     S=0+C    AND     O t73 <255 

THEN    ?    "Robot     says:  ►Inproper     identific 

at ion ^passage    denied .": GOTO    A 

360     OCZ3=ASCCDStS3  3 :G0T0    H 

365    IF    0CZ3=C     THEN    O CZ3 =0 t693 : GOTO    H 

367    FOR     J=0    TO     6 : IF     A5C f DS t J3 3 >99     THEN 

OCZ3 =A5C CDS tJ3  3 -H:G0T0    H 
370    NEKT    J:?    "You    can't    go    that    way.": 
GOTO    B 

375    IF    S<53    AND    5>46    THEN    O 1693 =0 tZ3 : O 
tZ3=2:GOTO     H 
388     IF     5=34     THEN     O tZ3 =39 : GOTO     H 

381  IF  5=35  THEN  900 

382  IF  5<47  AND  S>42  THEN  OtZ3=tS=433» 
11+ f 5=443 »13+  1 5=453 »10+  t5=463 »9 : GOTO  H 

383  IF  5<59  AND  5>52  AND  0 t23 <255  THEN 

■  "It's  closed":GOTO  B 

384  IF  5<59  AND  5>52  THEN  OtZ3=f5=533» 
6+  t5  =  543  »4+  t5  =  553  »15+  €5  =  553 »14+  tS  =  573*» 
27+ t5=583»38:G0T0  H 

390  IF  5=48  THEN  0tZ3=7:G0T0  H 

392  IF  S=36  THEN  0 CZ3 =33 : GOTO  H 

393  IF  5=38  THEN  ?  "a  long  way  down » Ju 
MP-wwhheee-THUD !  !  !  ►You  Missed  the  swin 
ning  pool ►Broken  neck !!!": GOTO  8880 
399  ?  "Hope.": GOTO  B 

480  IF  Q  THEN  G05U8  788 : GOTO  725 

485  IF  5>28  THEN  ?  "YOU  can't  get  that 

■:G0T0  B 

418    IF    OC53<>OtZ3     THEN    ?    "I    don't     see 
it.":GOTO    B 

415    IF    Ot683=Ot723     THEN    ?    "Vou    can't    c 
arry    any    More.": GOTO    B 
420    0C683=0C683+0:0t53=255:G0T0    H 
450    IF    O    THEN    G05UB    788 : GOTO    758 
455    IF     0t53<255     THEN    ?    "YOU    don't    have 

it.":GOTO     B 
468    0t683=0t683-0:0t53=0tZ3 :G0T0    H 
500    IF    5=63    THEN    GOTO    H 
502    RE5TOBE    5+9500-9* t5=413 : HEAD    LS.LS 

:IF    LENtLS3>0     THEN    ?    LS 

505    IF    1.5="  +  "     THEN    ?    "Sharkit     brand" 

507    IF    5=17    THEN     ?    "reads : ►shutt 1 e    cod 

e:";CS 

510     IF     5=0     THEN     L5="00" : LS t3-LEN t5TR5 C 

O €643333 =5THSCOC6433 :?     "T i Me-" ; O €653 ;" 

:";LS 

517  IF  LS="-"  THEN  ?  "Nothing  special. 

■  ■ 

522  IF  5=42  THEN  O €243 =35 

525  IF  5039  THEN  530 

526  ?  "Vou  see:":FOR  J=Z  TO  37 : IF  0€J3 
=32  THEN  RE5T0RE  9500+ J : READ  LS : ?  LS;" 

■  I 

527  NEKT  J 

530  FOR  J=0  TO  28 : IF  0€J3=5+H  THEN  HE5 

TORE  9508+J:READ  LS : ?  LS;"  is  in  it." 

535  NEKT  J 

545  GOTO  A 

550  TRAP  B:?  IS€V3;".":IF  5>6  OB  0€Z3< 

>2  THEN  GOTO  A 

555     0€693  =  €S  =  03  +  €5  =  23  »4+ €5  =  33  **5+ €5  =  43  » 

3+ €5=53»15+€5  =  63**34  :  ?    "5Peaker     says  :  ►Y 

es     sir.":GOTO    A 

680  IF  5=26  AND  O €83 <255  THEN  ?  "It's 

locked": GOTO  B 

685     IF     5=26     THEN     O €53 =Z : O €273 =8 : O €283 = 

8: GOTO     H 

continued  on  next  pase 
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649  ?  "Mope.": GOTO  B 

65B  ?  "USEing  whal:?" :  GOTO  B 

780  SS="":I=Z:FOR  J=0  TO  0-2:IF  ISCJ.J 

J="     "     THEN     SS=ISCJ+03 

705  NEKT  J:IF  SS=""  THEM  ?  "Nope .": POP 

:G0T0    B 
710     L=63-USRrnDRCM51 ,62,ADRCLS) , ftDR CSS 
]  1 

715  IF  L=62  THEN  ?  "Nope .": POP  :GOTO  B 
720  RETURN 

725  IF  OCLJOS+H  THEN  ?  "I  don't  under 
stand .": GOTO  B 
730  S=L:G0T0  415 

750  IF  0tL]<255  THEN  5=L : GOTO  455 
755  OtL3=5+H:0 t68)=OC68J-0:GOTO  H 
775  Y  =  Z:?  "Vou  haue : "  :  FOR  J=0  TO  20: IF 

0CJJ=255  THEN  RESTORE  9500  +  J:REOD  LS : 
?  US;".":Y=0 

780  NEKT  j:IF  MOT  Y  THEM  ?  "Nothing." 
785  GOTO  ft 

800  IF  S=5  AND  t0t5J<255  OR  O t67) =Z)  T 
HEN  ?  "Nope.": GOTO  B 

805  IF  S=5  THEN  ?  "O . K . " : O t68 J =0 f 68 J -0 
:0 t5)=Z:0 t67J =20:GOTO  O 

810  IF  S=22  AND  0tllJ<255  THEN  ?  "noth 
ing  to  cut  it  with.":G0T0  fl 
815  IF   CS=11  OR  S=22J   AMD  O C223 =32  AMD 

OC17J=Z  THEN  ?  "a  piece  of  paper  plop 
s  out.":OC17J=32:GOTO  A 
820  IF  5=13  AND  tCOtZ}>28  AND  0CZ]<33} 

OR  0tl4)<113J  THEN  ?  "Pistol  does  not 

work.": GOTO  A 
825  IF  S=13  AND  O CZ3 =0 t23J   THEN  ?  "Zza 
aappp! ! ■":F0R  J=0  TO  250:NEKT  J : 0 1233 = 
0:0t661=Z:G0T0  H 

830  IF  S=13  THEN  ?  "The  laser  bean  is 
absorbed .": GOTO  A 

835  IF  5  =  12  AND  OCZJOOtZlJ  THEN  ?  "Th 
e  spear  shoots  out Ka  rope  pulls  it  bac 
k  in":GOTO  A 

840  IF  S=12  THEN  ?  "VOU  hit  the  shark! 
":Ot21J=Z:OC223=32:FOR  J=0  TO  250 : NEKT 

J:GOTO  H 
845  IF  0t72J=5  AND  5=15  THEM  ?  "YOU  fe 
el  stronger !":oC723=6:GOTO  A 
850  IF  5=28  THEN  ?  "It  clicks^You  hear 

a  hunning  sound .": O C703 =0 : GOTO  A 
855  IF  S=30  AMD  Ot93<>131  THEM  ?  "read 
s  :  MMiMJIIaH"  :  GOTO  A 
860  IF  5=30  THEM  9999 
865  ?  "Mope.": GOTO  A 

900  L=0:IS="":?  "Enter  shuttle  code:"; 
:G0SUB  ie:IF  ISOCS  THEM  ?  "\^BEBBSMSm" 
:G0T0  a 

905  OtZ3=21:GOTO  H 

1008  DIM  0C733 ,FS£C*03 -5S tC+03 ,CS tC+03 
.LSC1863  ,DSt63  < IS t30}  , MS (603  : OPEN  n0,4 
- Z- "K" : CS  =  STHS  CINT (RND  tZ3  »90e  +  HJ  J 

1005  Ms="hhr(!]h:cihrc]h7K>>rDihr«3a«asiniil/'aia 
■■an^Eca^i-'naB  usEaa^'GaBBrvjMiiMiJ-cra*" :  resto 

RE  1025: FOR  J=Z  TO  73 : READ  L 

1010  0CJ3=L:NEKT  J 

1015  GOSUB  5e00:L  =  PEEK(5603 +256*<^PEEK(5 

613:POKE  L*8,7:P0KE  L+9-6:POKE  710-Z:P 

OKE  708.7O:POKE  711,26 

1020  ?  "►►►     ADUENT  K-5  LI 'JIM  U 

■*T^rTO" :  CLOSE  n2:P0KE  82,14:?  "►I.  Pl 

ay  gane  kz ■     Load  gane  ^3 .  Save  game" 

1025  ?  "4.  New  gane»5.  Quit^>   Choice: 

";:POKE  752.0:GET  »0- Y : Y=Y-48 : IF  Y<0  O 

R  Y>5  THEN  1015 

1O30  GOSUB  5000: ON 


0, 8028 

1835  GRAPHICS  Z:END 

1100  DATA  1,1,103,129,129,104-39,14,14 

,22,26, 12- 34, 36, 23, 6, 35,0,25,34-  34,  32, 

O,  18,  8,  24, 8, 0,0, 5, 21, 21, 2, 3, 18, 20, 28 

1105  DATA  32,17,34,6,2,35,3,5,22,36,1, 

3, 4, 5, 15, 34, 4, 6, 14, 15, 28, 36, 38, 27, 17,1 

,2,-1,6,0,0,0,0,0,8,5,1 

2088  L=2e85:G0T0  4888 

2885  CLOSE  »2  :  OPEN  «2.,4,Z 

O  73:GET  *t2,  K:  O  t  J3  =K:  MEKT 

S:G0T0  1015 

30O0  L=3885:G0T0  4888 

3885  CLOSE  n2 : OPEN  »2, 8 , Z- IS : FOR  J=Z  T 

O  73:PUT  n2,OtJ3:NEKT  J:PRIMT  »»2;CS:GO 

TO  1815 

4888  IS="D: ADUEMTK5.DTA":TRAP  4005:G0T 

O  L 

4085  IF  PEEKtl953=138  THEM  TRAP  4818:1 

":G0T0  L 

■? 


o 


IS: FOR  J=Z  T 
J  :  INPUT  t»2;C 


S  =  "C 
4818 


l^iVAtitm    Ll^i.1.1.1"  :  GOTO    1015 


5088  GRAPHICS  Z:POKE  82, 0+0: FOR  J=675 

TO  689:POKE  J,Z:NEKT  J : RETURN 

80O0  ?  "You're  dead." 

8818  ?  "►Please  press  Ui\=kt\l:V.\" :   :  het  »o 

, Y:RUN 

9881  DATA  on  the  ships  br  i  dge,  w-vw^' 

9882  DATA  in  a  woice  activated  eleuato 
r  ,  wwir« 

9883  DATA 

9884  DATA 

9885  DATA 

9886  DATA 

9887  DATA 


in 
in 
in 
in 


Y  GOTO  108,2088,388 


a  cofiputer  roon,  «wir«« 
a  cafeteria,  4rv^««tf 
a  nedical  lab,virw^« 
a  recreation  roon,  *^^<r«<)> 
swinning  in  the  pool,jwvww> 

9808  DATA  in  The  power  control  roon,y'«' 

9809  DATA  in  an  air  duct,r»»»^^ 

9010  DATA  in  an  air  duct,  "z^w* 

9011  DATA  in  an  air  d  u  c  t ,  g|k.'  W'V 

9012  DATA  in  an  air  due t ,  ♦^^  ■♦•v 

9013  DATA  in  an  air  duct,iw>v. 

9014  DATA  in  the  captain's  quarters, ^» 

in  a  crew's  sleeping  barrack 


o 


9015  DATA 
s  -  <»■«•♦»♦♦ 

9016  DATA  in  a  tubular  corridor,,  rW^v 

9017  DATA  on  an  observation  deck,4-ww 

♦ 

9818  DATA  on  the  surface  of  Klybex-7,4. 

9819  DATA  on  the  surface  of  Kl«bex-7,4- 


9828  DATA  in  a  giant  crater, -w—wv 

9821  DATA  in  the  escape  shuttle, x^^ 

9822  DATA  in  a  fuel  storage  area,v« 


9823  DATA  in  an  engine  roon,v«~vw>- 

9024  DATA  in  the  west  cargo  hold,**!*! 

9825  DATA  at  a  loading  dock,  ^v i-lw 

9826  DATA  in  the  east  cargo  hoi  d- 'V4r«| -r 


in  a  tubular  corr  i  dor  ,  «fl  v»irv 

in  a  conpression  chanber , ««« 

in  an  aqueduc t ,  «- •  ir^rw 

at  the  botton  of  the  pool-->4' 

in  an  aqueduct-  «-»»♦♦ 

in  an    aquar  iun- v->ww5r 

at  an  aguaduct  out  let, -t-cww 

in  a    giant    terrar  i  un,  w&>tw 


9827 

DATA 

9828 

DATA 

■»♦♦ 

9829 

DATA 

9030 

DATA 

♦♦N.V 

9031 

DATA 

9032 

DATA 

9033 

DATA 

9834 

DATA 

o 
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9035  DATft 

9036  DATA 

9937  DATA 

9838  DATA 


in    a    prinate    roon,  y.'W^v't 

in    a    water    control     rooi<i,»v<rv 


in  a  tubular  corri  dor ,  ♦»«"»i^k> 
in  a  tubular  c  or  ri  dor  ,  »♦♦•■■»♦ 
9039  DATA  in  an  air  lock ,  v»»»l-» 

9501  DATA  a  wrist  watch, - 

9502  DATA  a  plastic  card, It's  red.^rea 
ds:  »^Wl!l!l 


a    bandage, + 

a    space    suit, It    has    oxygen 


9503  DATA  a  book,  reads:  ►fTTil'MIlMMtWiW.I.I 
■lOnMII^Use  a  laser  pistol  twith  a  batt 
ery^in    it]     on    the    alien. 

9504  DATA  a  container, a  red  cross  is  o 
n     it 

9505  DATA 

9506  DATA 

9507  DATA  an  ID  plate, reads : ►G 
miaeSa£I^S> carry    at  all  tines. 

9508  DATA  a  key,  reads:  ^aOimtSm 

9509  DATA  puddy  fuel, It's  green  »  glow 
ing 

9510  DATA  an  asbestocine  bag,- 
kni  f e, + 
spear  gun, + 
laser  pistol, - 
battery , Dura-sel 1  brand 
barbell, 30e  lbs  *  water-pr 

swinning  nask,* 

piece  of  paper, - 

snorkel izer, + 

tree, it's  a  baby  oak 

fern, - 

shark,  it's  a  great  white 

dead  shark, it's  uery  dead 

9523  DATA  an  alien, one  nean  dude 

9524  DATA  a  Monkey,  it's  a  chiMPHt's  h 
ead  is  shaued 

9525  DATA  a  robot , Gaurd-Q-Mat i c  kind 

9526  DATA  a  large  box,  reads  :  ►laSCHBI*  it  ■ 
s  MetalHt's  bolted  to  the  floort'it's 
locked 

9527  DATA  a  large  open  box, reads :  ►UCEH 
li^l  I'l  HI  I  dial  is  in  it 

9528  DATA  a  dial, it  turns 

9529  DATA  an  open  cabinet, a  red  cross 
is  on  it 

9530  DATA 

9531  DATA 

9532  DATA 


9511 

DATA 

a 

9512 

DATA 

a 

9513 

DATA 

a 

9514 

DATA 

a 

9515 

DATA 

a 

oof 

9515 

DATA 

a 

9517 

DATA 

a 

9518 

DATA 

a 

9519 

DATA 

a 

9520 

DATA 

a 

9521 

DATA 

a 

9522 

DATA 

a 

a  button, it's  flashing 

a  fuel  tank,  reads:  »^ll]ZIiEBaSIB 

a  speaker/Microphone,  says :  ►B 


9533  DATA  a  conputer  screen, reads :  ►ast 
eroid  col  1 ision-12 : 00 ►Shuttle  code  los 
t  in  pool ►Shark  is  sick  to  stonach 

9534  DATA  the  Aduent  K-5,- 

9535  DATA  the  escape  shuttle, - 

9536  DATA  an  agueduct  outlet. - 

9537  DATA  a  fish.^soMe  coral,  ►sea  weed 

9538  DATA  a  rec .  roon  28  feet  below, - 

9539  DATA  an  aguariun,- 

9548  DATA  a  swinning  pool, it's  deep 


cage, a  nonkey  is  in  it 
uent,It"s  open 
uent,lt's  open 
went, It's  open 

9546  DATA  a  uent,Ifs  open 

9547  DATA  an  elevator,- 


9542 

DATA 

a 

9543 

DATA 

a 

9544 

DATA 

a 

9545 

DATA 

a 

9548  DATA 

9549  DATA 
9558  DATA 

9551  DATA 

9552  DATA 

9553  DATA 

9554  DATA 

9555  DATA 

9556  DATA 

9557  DATA 

9558  DATA 

9559  DATA 

9560  DATA 

9561  DATA 

9562  DATA 
uttle  is  t 


Vo 
J 
a 


9997  ?  " 

9998  FOR 
J:?  "An 

008 

9999  FOR  J 
• !":HEKT  J 
ly  nade  it 

10000  GOTO 
15000  POKE 


an  eleuator,- 
an  elevator, - 
an  elevator, - 
an  elevator, - 
an  elevator, - 
a  red  door,- 

red  door , - 

red  door , - 

red  door, - 

red  door,- 

red  door , - 

b 1 ue  door , - 

bl ue  door, - 
the  universe, lots  of  stars 
the  surface  of  Klybex-7,a  sh 
o  the  west 

can't  breath !!!": GOTO  8008 

O  TO  7:?  "BBOOOMMM"  !  !■•:  NEKT 

steroid  hit  Kl ybex-7" : GOTO  8 

=0  TO  10:?  "Congratulations! 
;?  "YOU  blasted  off  and^safe 

to  a^-local  star  base." 

8010 

16,64:POKE  53774, 64 : RETURN 


►  TYPO  TABLE 


Variable  checksun 


Line  nun 

1 

60 

125 

165 

200 

240 

285 

357 

384 

420 

526 

708 

800 

830 

905 

1825 

3085 

9886 

9818 

9838 

9583 

9515 

9527 

9539 

9551 

9997 


range 

55 

120 

160 

190 

230 

288 

355 

383 

415 

525 

650 

785 

825 

908 

1828 

3888 

9805 

9017 

9029 

9502 

9514 

9526 

9538 

9558 

9562 

15880 


227567 

Code 
HH 
KD 
UA 
AF 
KR 
SO 
BV 
LO 
LF 
IH 
TE 
ZO 
KI 
SM 
HE 
MS 
NZ 
UI 
MH 
GB 
ZE 
AM 
ZZ 
SU 
SR 
UG 


Length 
587 
507 
582 
553 
532 
502 
548 
552 
521 
489 
516 
419 
534 
559 
514 
588 
485 
388 
405 
385 
421 
397 
493 
340 
270 
273 
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^  bonus  adventure  game 


OMNIVENTURE 


O 


^  LISTING  1 


ANTIC  MAGAZINE 


BV  JERRV  LEMAITRE 


1  REM 

2  REM 

3  REM 

4  HEM 

80  GOSUB  9080 

90  GOTO  9270 

100  S=PEEKt6323 : MOU=0 : P=PEEK t POS+MOU t5 

3J:IF   NOT  P  THEN  MOU=l:POKE  77.0:GOTO 

500 
110  IF  P=141  THEN  MOU=0: GOSUB  10040 
120  IF  P  =  2  OR  P=i3  THEN  6000 
130  IF  P  =  198  THEN  POSITION  10,22:?  tt6; 
AS:CARRV=l:MOU=l:SOUH»  0,12-12,8 
140  IF  P=199  THEN  POSITION  10.22:?  »6 ; 
BS:CARRV=2:M0U=1 : SOUND  0,12,12,8 
150  IF  P=136  THEN  5C=SC+100 : POSITION  4 
,22:?  »6;SC :M0U=1 : SOUND  0,10,10,10 
300  IF  MOU  THEN  POKE  POS , 0 : POS=P05+MOU 
tSJ :P0KE  P0S,MAN 

310  F  =  PEEKt644J  :IF  F  OR  CARRYOl  THEN 
400 

320  FOR  1=5  TO  14 : SUG=POS*MOU tl) 
330  SOUND  0,1*50, 8, 8:IF  PEEKtSUGJ=2  OR 

PEEKtSUG3=3  THEN  POKE  SUG , 204 : 5C=SC+2 
5:P0SITI0N  4,22:?  «t6;SC 
340  FOR  T=l  TO  SK«2 : IF  P0StT3=SUG  THEN 

FLAG tTJ=0 
350  HEKT  T:NEKT  X : POSITION  10,22:?  «6; 
■'  NOTHING  ■■:CARRV=0:FOR  1  =  5  TO  14:P  =  PO 
S+MOUtIJ:lF  PEEKtP3=204  THEN  POKE  P,0 
360  NEXT  I:SOUND  0,0,0,0 

400  SOUND  0,0,O,O:XF  F  OR  CARRY02  THE 
N  500 

410  FOR  1=5  TO  14 :SUG=POS+MOU tIJ 
420  SOUND  0,1+50, 8, 8:IF  PEEK(SUG)=68  O 
R  PEEKCSMG1=69  THEN  POKE  SMG,204 
430  HEKT  I:  POSITION  10,22:?  «»6;'"  HOTHI 
NG  ■•:CARHY=0:FOR  1  =  5  TO  14  :  IF  PEEKtPOS 
+MOWII3J=204  THEN  POKE  POS+MOg tIJ , O 
440  NEKT  IiSOUND  0,0,0,0 
500  CH=CH+l:POKE  756, CH tCHJ : FOR  I=SK»7 

TO  70:NEXT  I : IF  CH=1  THEN  CH=-1 
510  MST=MST+1:IF  MST>SK«2  THEN  MST=1 
520  IF   NOT  FLAGCMSTJ  THEN  GOO 
530  M=POSCMSTJ : M1=INT tM/20J :Pl=INTCPOS 
/201  :MOU=tPOS-Pl**20>M-Ml»2O3-CPOS-Pl»2 
O<M-Ml»*20J+20»tPl>MlJ  -20»tPl<MlJ 
540  P  =  PEEKtPOS  tMSTJ+MOyj  :IF  P  AND  POM 
AN  THEN  600 

550  POKE  P05 tMSTJ , 0:POS tMSTJ =POS CMSTJ + 
MOV: POKE  POS CMSTJ , COL tMSTJ 
570  IF  P0S=P0StMST3   THEN  6000 
6O0  GOTO  100 

6000  P=0: SOUND  O, 72, 12, 10 : MEN=MEN-1 : CO 
LOR  0:PLOT  16+MEN, 0 : POKE  POS,204:FOR  I 
=1  TO  111: NEKT  I 

6010  POKE  POS,203:FOR  1=1  TO  222:NEKT 
I : SOUND  0,0, 0,0: IF  MEN  THEN  6200 
6020  POSITION  5,4:?  »»6  ;  ■  ■[rfaH^tlLl'lll' ■ :  POS 
ITION  4,6:?  tt& :  "^SSL^SSmOSSMl" 
6030  IF  PEEKt6441   THEN  6030 
6040  IF  SOHS  THEN  HS  =  SC 


6050  GOTO  90 

6200  POSITION  5,5:?  *»6  ;  ' 'CariTftl  <  ^  >1J"  :  FOR 
1=8  TO  ie:FOR  11=0  TO  70 : SOUND  0,11,1 
0,10-I:NEKT  Il:NEKT  I:GOTO  10040 

9000  DIM  MOWS 139J : RESTORE  9001: FOR  1=1 
TO  39:READ  A : MOU5 (I . 1} =CHR5 t A] : NEKT  I 

9001  DATA  104,104,133,215,104,133,214, 
104, 133, 217, 104 , 133, 216, 104, 133, 218  ,  10 
4,170,160,0,177,214,145,216 

9002  DATA  200,208,4,230,215,230,217,20 
2,208,24  2,198,218, 16,238,96 

9008    DIM    ASC9D ,BSt91 ,CSC7J ,CHtlJ ,M0Vtl 

5J , FLAG  1201  , POS  t28) , COL  1203 

9010    AS  =  "        CLUB  ■■:B5  =  "    MACHETTE"  :  CS  = 

"■    DINO" 

9020  GRAPHICS  18:POSITION  7,4:?  tt6;CS; 

■■-■■:POSITION  7,6:?  «6;  "UENTUHE" 

9830  CH  tOl =PEEKtl06J -8 : CH  tlJ  =CH 103 -8 : D 

=USRtADRCM0VS3 , 57344, CH t0J»256, 10233 

9848  FOR  A=l  TO  13 : FOR  1=8  TO  7 : READ  B 

:POKE  CHt03**256+A»8*I,B:POKE  708,  B:  NEK 

T  I : NEKT  A 

9058  DATA  7,15,30,56,48,8,192,192 

9868  DATA  6.15,12,15,157,156,158,119 

9878  DATA  0,0,195,102,60,24,0.0 

9080  DATA  182,255,189,153,24,24,24,60 

9090  DATA  0,4,10,20,18,38,63,0 

910O  DATA  6,15,15,31,30,56,96,192 

9110  DATA  16,24,24,24,24,60,24,24 

9128  DATA  48,2,152,61,28,129,40,0 

9130  DATA  24,60,24,60,90,24,36,36 

9148  DATA  255,255,255,255,255,255,255, 

255 

9158  DATA  0,0,24,60.60,60,60,60 

9160  DATA  137,74,36,192,3,36,82,145 

9170  DATA  0,32,80,136,5,2,0,0 

9200  D  =  USH (ADR (MaVS3  , CH  t83»256, CH  C13»2 

56,18233 

9218  READ  A : IF  A=-l  THEN  RETURN 

9228  FOR  1=0  TO  7 : READ  B : POKE  CHtl3»25 

6+A»8+I, B:POKE  708, B: NEKT  I : GOTO  9210 

9230  DATA  2,24,60,12,15,93,156,158,119 

9240  DATA  3,0.0,0,126,219,129,0,0 

9250  DATA  8,20,64,25,188,29,64,18,0 

9260  DATA  9,24,60,24.126.24,24.36.66 

9266  DATA  13,0,2,5,136,80.32,0,0,-1 

9270  MOW  t53  =21 : MOU  t63  =-19 : MOU  €73  =1 : MOW 

t93=19:M0gC103=-21 : MOW C113 =-1 : MOU tl33 = 

20:MOWI143=-2O 

9300  GRAPHICS  1 : POKE  710,0: POKE  756, CH 

t03:POSITIOH  6,0:?  »6;  "UX-UMiUfel' ■':  POSIT 

ION   6,1:?   »»6;  "MKKMMMMM" 

9310    ?    tt6:?    »»6;"'    t-Xhxs     is    you  <  •' 

s-taEina-BQSHExnECEXE'  • 
■  -rBi¥»i'3-».iJiJM.i»;<" 

(-dianond-10O    p-ts." 
■■JCHR5C343  -."-ilS^EEEm 


9320  ?  »6:?  tt6; 

9330  ?  »»6:?  »6; 

9340  ?  n6  :  ?  «»6; 

9350  ?  »t6:?  tt6; 
EniaiB-25" 

9368  ?  «6:?  »6; 

9378  ?  «6:?  a6; 

9388  ?  «6:?  »»6; 


S-cypress  tree" 
x-ginkgo  pianT" 
9398  TRAP  9398:?  CHR$ tl253 ; "SelecT  Ski 


o 


o 
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11  Level .1-18"; : INPUT  SK:IF  5K<1  OB  5K 
>18  OR  1HTCSK3  0SK  THEM  8 

laeee  thap  44444: graphics  17: poke  756, 

CH CO}: COLOR  173 : PLOT  l,l:DRAUTO  18,1:C 
OLOR  ie:PLOT  e.2e:DRAUT0  19.28 
18018  PLOT  8.8:DRAUT0  8,23:DRAUT0  19,2 
3:DRAUT0  19,  8  :  POSITIOM  1,21:?  «6;"iaHH"' 
;HS:P0SITI0II  1,22:?  t»6;"BHB8" 
18828  POSITION  1,8:?  t»6;  CS  ;  "VENTURE  !"  : 
POSITION  1B,21:?  «tft  :  "MbUJIHiIiH"  :  PnSTTT 
ON  11,22:?  *«6;  "NOTHING" 

18838  POKE  788, 183: POKE  789, 215: POKE  7 
18,3l:POKE  711,4e:POKE  712,192 
18835  COLOR  137:PLOT  17,8:PLOT  18,8:NE 
N=3: SC=8 

18848  COLOR  32 : FOR  1=2  TO  19 : PLOT  1,1: 
DRAUTO  18,I:HEKT  I : FOR  1=8  TO  28 : FLAG t 
IJ=l:P0SCIJ=77:NEKT  I 

18858  FOR  1  =  8  TO  158 :  COLOR  INTC2**RNDI8 
3  +43  :  PLOT  INT  tl8«RND  tOJ  +11  ,  INT  tl8»RNi>  C 
8J+2):NEKT  I : COLOR  32 : PLOT  5,19 
18868  DRAMTO  15,19:FOR  1=8  TO  18-SK:CO 
LOR  INTC2*HNDt85 +134) : PLOT  INT C18»HND t 
8)+lJ ,INTC18»RNDC8) +23 :NEHT  I 
18878  COLOR  168:  FOR  1  =  8  TO  6-SK>'2:PLOT 
INT  C18«^RND  tB)  +13  ,  INT  tlS^RND  C83  +23  :  NEK 
T  I 

18888  SCR=PEEKt883+256»PEEKt893 : TOP=SC 
R  +  48 : POS  =  SCH+389  :  MAN=281 : PeKE  POS,  MAN 
18898  FOR  1=1  TO  SK»2  :  COL  CI3  =INT  f  2»HNI> 
C83+23 

18188  P0StI3=INTC368**RNDte3+48  +  5CR3  :  P  = 
PEEKtP8StI33 :IF  P=74  OR  P=2  OR  P=3  OR 
P  =  riAN  THEN  18108 

18118  POKE  P0SfI3 ,COL tI3 :NEKT  I : GOTO  1 
88 


^  TYPO  TABLE 

Variable  checksuM  =  744834 


Line  nun 

range 

code 

LensTh 

1 

158 

UF 

595 

388 

488 

PU 

585 

418 

538 

MC 

546 

548 

6288 

gK 

595 

9888 

9838 

TH 

569 

9848 

9158 

ON 

429 

9168 

9278 

TU 

568 

9388 

9388 

UN 

587 

9398 

18828 

RL 

583 

18838 

18868 

FU 

571 

18878 

18118 

UT 

381 

^  LISTING  2 


o 


2  REM 
9818  AS=" 
"  DRAGS" 
9868  DATA 
9878  DATA 
9888  DATA 
9898  DATA 
9188  DATA 
9118  DATA 
9128  DATA 
9238  DATA 
6 


DRAGOUENTURE 


SUORD 


':BS  =  ' 


HAMMER 


':CS: 


97,243,55, 246, 52  ,  48  ,  121  ,  246 
8,28,118,222, 247, 127,38, 8 


127, 127, 127,8 
222,222, 222,8 
8,8,8 


239,239,239,8, 

123,123,123,8, 

8,0, 32,255,32, 

8,8,96,126, 96, 96,8,  8 

8, 42, 8-157, 56, 254, 127, 255 

2,24,68,49,119,182,48,121,24 


9248     DATA     3,24,68,188,126,118,58,38,28 
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9258     DATA     8,8,28,65,28,56,254,127,255 
9318    ?    «6 :  ?    »»6;"    3-this     is    you!" 

9328  ?  W6 :  ?  »6;"  a-BEGnra- 

9338    ?    «6;"     ■-HECEma- 

9348    ?    »6:?    «6;"     f-30ld-188    PTs." 

9358    ?    »6:?    t»6;"     "  ;  CHRS  (343  ;  "-H^BlKIH 

EEEIII-25" 

9368    ?    *«6:?    *»6;"    »«-[-H il JUBOaEDB- 25" 

9378     ?    »6:?    »t6;"    S-brick    wall" 

18838     POKE     788, 183: POKE    789, 9: POKE    718 

,27:POKE     711,48:POKE     712,32 


^LISTING  3 


2     REM 

9818  A5=" 
"  ROBO" 

9868  DATA 

9878  DATA 

9888  DATA 

9898  DATA 
255 

9188  DATA 

9118  DATA 

9128  DATA 

9238  DATA 

9248  DATA 

9258  DATA 

9318  ?  M6: 


ROBOUENTURE 


PHAZOR 


':B:5="  DEACTOR 


':CS= 


9328  ? 
9338  ? 
9348  ? 
9358  ? 
H-25" 
9368  ? 
9378  ? 
9388  ? 
18838  POKE 
8, 198: POKE 


««6: 
«t6; 
n6; 
»t6: 

t»6: 
tts: 
1*6: 


68, 118, 68, 126, 90,24, 28, 48 
8,8, 28,62,28,8,0, 8 
255,8,255,8, 255,8, 255,8 
255,129,189, 165,165,189,129, 

8,124, 127,28, 16,16,8,8 

8,8,188,42.188,8,8,8 

8,48,2,88,26,64,28,8 

2,68. 118.68.126. 153,24,48,28 

3,8,42,28.127,28,42,8,8 

8,8,28,64,26,88,2,48,8 

?  *»6;"  3-this  is  you!" 

?   t*6."    a-BOEEBB-ra.lJglilfHUd" 


"  ■  -FT5Ft^^Til3-^J:^ll»■^^0E" 

"   C-bioChip-188  PtS . " 

?  *t6;"  "  J  CHRS  (343  ;  "-B-m-riJ'tl 

?  »»6;"  tt-l^llf  ja'lB-25" 
?  «»6;"  S-terMinoid" 
?  »*6;"  >c-electrowal  1" 

788.29:POKE  789.136:P8KE  71 

711. 48: POKE  712.288 


End  Program  Typing  Agony 
Forever! 
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i^m 


^1  the  toolbox 


WINDOWS 


o 


h-  LISTING  1 


1  HEM  UINDOUS  BASIC  DEMO 

2  HEM  BY  JEHRV  WHITE  «  DftUE  CULBEBTSOM 

3  HEM  ANTIC  MAGAZINE 

IBB  GHAPHICS  a: POKE  752 , 1 : JIF=12a 

118  DIM  ASC961J  .DS t97)  .BSt2413  ,MStll6J 

,CSt61J 

128  ?  :?  "CREATING  MS":FOH  ME=1  TO  116 

:HEAD    IT:IJ3tME,MEJ=CHRStITJ  :NEKT     ME 

138    ?     :?    "CHEATING    CS":FOH    ME=1     TO    61: 

READ     IT : CSfME,MEJ=CHRSCITJ :NEKT     ME 

148    AS=".": AS t968J  =".": ASC21 =AS : ASC961 

■}=•"*" 

158  AStl31,154J ="  Windows  by  Jerry  Uhi 

-te  " 

168    AStl71-191J="    and    Daue    Culberlrson 

II 

178    DS="'*''KKiocMMi<KMMM    UindOMS       tut    can 

show    *«»    Ulirjll    you    *H«-       " 

188     DSt52,971="     Want  *«*    ■;i;i:<M:M       **» 

you    wan"t    mmxmkmmmmmmmm^" 

198    BS  =  "«" : BS  C248J  ="■" : BS  C23  =BS : B3  C241 

J  =■■♦•■ 

288  BSt35,551="     All  Sizes  /  kinds 
II 

218  BSC92-1193="  Uork  in  ANY  sraphics 

node  " 

228     BStl57,1783 

■" 

238    BS  tX8S  ,  2aii  ="WESMSIMm[mES3nSB' 

248  GRAPHICS  8 : POKE  752,1:? 

K=USRCADRCCSI , ADR CAS1 1 

K  =  USR (ADR  CC51  , ADR (DS) } 


Vou  are  FREE  froM  the 


258 
268 

278  K=USR(ADR(C$I , ADR(B$)1 
288  SOUND  8,8,2,2:GOSUB  378 : GOSUB  348 
298  SOUND  8,2,2,2:G0SUB  348 : GOSUB  378 
388  IF  LFLG=e  THEN  LIST  478, 678 : LFLG=1 
31B  COUNT=COUNT+l:IF  C0UHT>=4  THEN  GOS 
UB  388: GOSUB  398: GOSUB  38e:JIF=18 
328  IF  C0UNT>=7  THEN  GRAPHICS  8:?  :?  " 
BASIC":?  "IS";: END 
338  GOTO  288 

348  IF  JIF=1B  THEN  LOF=41 
358  IF  JIF=128  THEN  LOF=39 

368  K=USR(ADR(USI . ADRCDSl , 412, 8, 12, LOF 
l: GOSUB  398: RETURN 

378  K=USR(ADR(USI . ADR(A5} , 8, 24, 48, 48} : 
GOSUB  398: RETURN 

388  H=USR (ADR (USl , ADR (BS) , 285, 8, 38, 48) 
: GOSUB  398: RETURN 

398  POKE  548, JIF: SOUND  8,0,8,8 
488  IF  PEEK(548)   THEN  488 
418  RETURN 

428  DATA  184,184,133,286,184,133,285 
438  DATA  184,141,1,6,184,141,8 
448  DATA  6,184,133,288,184,133,287 
458  DATA  184,184,133,289,184,141,3 
468  DATA  6,184,141,2,6,165,88 
478  DATA  133,283,165,89,133,284,24 
488  DATA  165,283,189,8,6,133,283 
498  DATA  165,284,189,1,6,133,284 
588  DATA  168,8,177,283,178,177,285 
518  DATA  145,283,138,145,285,208,196 


528 

DATA 

538 

DATA 

548 

DATA 

558 

DATA 

568 

DATA 

578 

DATA 

588 

DATA 

598 

DATA 

688 

DATA 

618 

DATA 

628 

DATA 

638 

DATA 

648 

DATA 

658 

DATA 

668 

DATA 

678 

DATA 

289,288,241,169,8,198,287 

197,287,288,6,197,288,248 

30,198,288,24,152,181,285 

133,285,144,3,230,286,24 

165,283,189,2,6,133,203 

165,284,189,3,6,133,284 

24,144,197,96 

184, 184, 133, 284, 184, 133, 203 

160,0,177,203,178,201,8 

248,44,41,96,281,8,288 

6,138,9,64,24,144,22 

281,96,248,20,138,41,64 

201,0,208,6,138,73,32 

24,144,5,138,9,32,73 

64,145,283,288,288,218,238 

284,24,144,203,96 


►  TYTO  TABLE 


iable  Checksun  = 

=  205504 

Line 

nuM  range 

code 

Lenstrh 

1 

-  178 

TB 

533 

180 

-  290 

WK 

535 

388 

-  418 

QM 

500 

428 

-  538 

EL 

363 

540 

-  658 

MD 

336 

668 

-  670 

FI 

55 

o 


^  LISTING  2 


8188  :  WINDOWS 

8118  :  BY  DAUE  CULBEHTSON 

8128  :  ANTIC  MAGAZINE 

8130  ;    ■aHIElOgH 

8148  SCRN  =   SCB       ; Beg  Adr  of    windo 

w 

8158  ASTR  =   SCD       ; Adr  of  data  stri 

ng 

8168  OFFS  =   58688    ;Offset  into  sere 

en 

8178  ;   (upper  left  corner  of  box) 

8188  ;  ■^^^:n;t^bl:tii:ial|'|MTJTinB 

8198  ELEM  =   5CF       ; «  of  elements 

8288  ELEW  =   SDl       ;EleMent  width 

8218  ELEO  =   58682     ;EleMent  offset 

8228  ;   (Upper  left  corner  of  elenent) 

8238  ; 

8248       »=        S8688     :  RELOCATABLE 

8258       PLA  ;Get  «»  OF  PraMS  o 

ff  stack 

8268 

8278        PLA 

8288        STA  ASTR+1 

8298        PLA 

8388       STA  ASTR 

0310 

8328        PLA 

8330        STA  OFF5*l 


GET  ADDRESS  OF  DATA  STRING 


GET  OFFSET  FROM  BEG  OF  SCREEN 


o 
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0340 

PLA 

0350 
0360 
0370 

;  1 

STfl 

PLA 

0380 

5TA 

ELEM+1 

0390 

PLA 

0400 
0410 
0420 

:  1 

STA 

ELEM 

x^^^^^^^^r*^^^^^ 

0430 

PLA 

0440 
0450 
0460 

- 

1 

STA 

ELEU 

1 

.  nci   E^fc-c^rit^rai 

0470 

STA 

ELEO+1 

048O 

PLA 

0490 
0500 
0510 

# 

STA 

ELEO 

■  11  am 

LDA 

<  I^M  1  111 

558 

AiUS 

;Adr  OF  S.M-   CLOJ 

0520 

STA 

SCRN 

0530 

LDA 

559 

:Adr  Of  S.M.   CHiJ 

054O 
O550 
056O 

; 

STA 

5CRH+1 

nitially  this  routine  sers-up     1 

0570 

;t:he  upper  lefl:  corner  of  the       | 

0580 

;  w 

indow 

0590 

BO 

CLC 

O6O0 

LDA 

SCRN 

0610 

ADC 

OFFS 

0620 

STA 

SCRN 

0630 

LDA 

SCRN+1 

0640 

ADC 

OFFS+1 

0650 
O860 
0670 

C 

STA 

SCRN+1 

W^^^BtaWSWW^Tr^M 

1 

LDV 

;i4icith  Counter 

O680 

C2 

LDA 

CSCRN3 . 

V 

0690 

TAX 

0700 

LDA 

CASTR} , 

Y 

071O 

STA 

tSCRN} . 

V 

072O 

TKA 

0730 

STA 

CASTR] . 

V 

O740 

IMY 

O750 

CPV 

ELEU 

0760 
0770 
0780 

;  1 

BNE 

C2 

LDA  »»0        ;  Check  Lo  Byte.     | 

0790 

DEC 

ELEM 

;sub  1. 

0800 

CMP 

ELEM 

;ls  it  zero? 

0810 

BNE 

C3 

;Ho  then  C3 . 

0828 

CMP 

ELEM+1 

;ls  Hi  byte  zero? 

0830 

BED 

EK 

;Ves  -  exit. 

0840 
0850 
0860 

c 

DEC 

ELEM+1 

;No  then  sub  1. 

■  i.li^lim^lMI  liH^ 

3 

CLC 

0870 

TVA 

;A<IcI  index  to 

0880 

ADC 

ASTR 

;strin3  pointer. 

O890 

STA 

ASTR 

0900 

BCC 

DO 

0910 

i 

TNC 

ASTR+1 

0920 

■ 

■UiXlU: 

InH-iTi; 

'^!lil<.'li:4rB 

0930 

CLC 

0940 

DO 

LDA 

SCRN 

;    Then  Add 

O950 

ADC 

ELEO 

0960 

STA 

SCRN 

;    ELEO  to  SCRN 

0970 

LDA 

SCRN+1 

0980 

ADC 

ELED+1 

O990 

STA 

SCHN+1 

lOOO 

CLC 

;Go  do  next  EleMe 

nx. 

1010 
1020 
1030 

E 

BCC 

CI 

■  1  ■  ^  I  ■  *  J 1 

K 

►  LISTING  3 


01OO 

ATASCII  TO  SCREEN  CONVERTER 

0110 

BY  DAUE  CULBERTSON 

0120 

ANTIC  MAGAZINE 

0130 
0140 
0150 

L 

OC  =     SCB 

;Address  of  data 

string 

0160 

; 

0170 
0180 
0190 

; 

»=    5O6O0 

;relocat 

ABLE 

F  PARM'S. 

PLA 

;get  »  O 

0200 

PLA 

;get  hi  loc. 

0210 

STA  LOC+1 

; store  it. 

0220 

PLA 

;get  lo  loc 

0230 
0240 
0250 

s 

STA  LOC 

nnm 

;store  it. 

;zero  pointer. 

0260 

G. 

O270 

B 

LDA  (LOCJ . 

Y 

;GET  «  FROM  STRIH 

TAK 

;COPV  IT  INTO  ■«• 

O280 

CMP  t*0 

;IS  IT  END  OF  STR 

ING? 

0290 

BEQ  F 

;yes,  goto  'F' . 

O300 
4  . 
0310 

AND  »96 

;mask  bits  32  a  6 

CMP  t«0 

;IS  IT  3RD  GROUP? 

0320 
0330 
0340 

■' 

B 
T 

NE  C 

;N0.   GOTO   "C  . 

;restore  ». 

0350 

ORA  «»64 

;SET  BIT  64  HI. 

0360 

CLC 

;D0NE,  GOTO  'D' . 

0370 
0380 
0390 

C 

BCC  D 

■«SM 

CMP  »96 

;IS  IT  4TH  GROUP? 

0400 

BEQ  E 

; YES,  GOTO  'E' . 

0410 

TKA 

;no,  restore  »■ 

0420 

AND  **64 

;IS  BIT  64  HI? 

0430 

CMP  t*0 

0440 
0450 
0460 

' 

B 
T 

NE  H 

;yes,  go 

TO  -H* . 
TORE  ««. 

0470 

EOR  **32 

;SET  BIT  32  LO. 

0480 

CLC 

;done.  goto  "D" . 

0490 
0500 
0510 

H 

B 

T 

CC  D 

KT 

tt. 

; RESTORE 

0520 

ORA  *»32 

;SET  BIT  32  HI. 

0530 
0540 
0550 

D 

EOR  **64 

;SET  BIT  64  LO. 

STA   (LOCI . 

V 

;PUT  CONVERTED  BA 

CK. 

0560 

E 

INV 

JBUMP  POINTER  +1 ■ 

0570 

BNE  B 

;IF  YOO  GOTO  'B" 

0580 

INC  LOC+1 

;BUMP  loc  1  PAGE. 

059O 

CLC 

0&OO 

; 

B 

Vim* 

CC  S 

;goto  "S" . 

061O 

■DICQH 

O620 

F 

R 

TS 
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a  cursor  construction  set 


CREATE  YOUR 
OWN  CURSOR 


O 


^  LISTING  1 


lee  REM  PHCURSOR 

102  REM  BY  JERRY  UHZTE 

104  REM  ANTIC  MAGAZINE 

118  GOSUB  320 

128  REM  MOVE  MACHINE  LANGUAGE  ROUTINE 

138  REM  INTO  HIGH  RAM- 

148  FOR  ME=8  TO  188 : READ  IT : POKE  ROUTI 

NE+ME,IT 

158  POSITION  2G>5:?  ROUTINE+ME; : NEHT  M 

E:P0KE  752,8 

168  REM  TELL  THE  HUMAN  MHAT  TO  DO ■ 

170  POSITION  1-5:?  "POKE  752,1  TURNS  O 

UR  CURSOR  ON" 

188  ?  :?  "POKE  752,8  TURNS  ATARI  CURSO 

R  ON" 

190  ?  :?  "ENTER  CURSOR  FLASH  RATE  Cl-6 

43";: TRAP  190 : INPUT  RATE 

200  IF  RATE<1  OR  RATE>e4  THEN  190 

218  POKE  R0UTINE+55,RATE 

228  ?  :?  "ENTER  CURSOR  COLOR  te-255J"; 

:TRAP  228: input  CCOLOR : TRAP  48888 

230  IF  CCOLOR<e  OR  CC0LOR>255  THEN  220 

240  POKE  ROUTINE+74, CCOLOR 

250  ?  :?  "UARNING:  THIS  ROUTINE  USES  P 

AGE  SIH" 

260    ?     :?    "AS    PXM    RAM     CPLAYER     2J . " 

270    REM    TURN    OH    OUR    UBLAHK    ROUTINE- 

280    CURSOR=USRtROUTINE} 

290    REli    RETURN    CONTROL    TO    THE    HUMAN- 

308    POKE    752,1:?     :?     "BASIC":?     "IS";:EN 

D 

318  REM  SETUP  SUBROUTINE - 

328  GRAPHICS  8 : POKE  752,1: POKE  82,1:P0 

KE  83,39 

338  REM  ROUTINE=SAFELY  UNDER  THE 

348  REM  DISPLAY  LIST  OF  ANY  GR  MODE - 

358  R0UTINE=CPEEKC1861 -33}*»256 

360  ?  :?  "PLAYER  CURSOR  BY  JERRY  MHITE 


"MACHINE  LANGUAGE  ROUTINE  ADD 
OUTINE 
"STORING  DATA  AT  LOCATION  "; : 

DATA  FOR  MACHINE  LANGUAGE 

PLAYER  CURSOR  ROUTINE - 
184,165,212,24,105,36, 133,212 
165,213,185,8,133,213,162,7 
168,144,177,212, 157, 8, 6, 136 
282,16,247,164,212,166,213,16 

7, 76,92,228,173,248, 2,248 
124,173,43,2,248, 4,169,8 
248,6,173,8,6,24,185,8 
141, 8,6,48, 184,160, 255, 169 
8,153,0,6, 136,192,8, 208 
248,169,10,141,194,2.141,28 
208,169,1,141,111,2, 141.27 
208,169,0, 141, 10. 208, 169,  0 
141.7.212. 159,2,141, 29,208 


370 

?  :? 

RESS=";H 

380 

?  :? 

RETURN 

390 

REM 

408 

REM 

418 

DATA 

428 

DATA 

438 

DATA 

448 

DATA 

9 

458 

DATA 

468 

DATA 

478 

DATA 

480 

DATA 

498 

DATA 

500 

DATA 

510 

DATA 

520 

DATA 

530 

DATA 

540 

DATA 

169,5 

550 

DATA 

166,8 

560 

DATA 

2.248 

570 

DATA 

208.3 

580 

DATA 

10,10 

590 

DATA 

10,10 

608 

DATA 

189,0 

618 

DATA 

16,24 

628 

DATA 

2,208 

638 

DATA 

0,O,O 

640 

REM  DATA  I 

658 

REM  PLAYER 

8.141.47,2,141,8,212 
5,164,84,165,87,13,147 
.12.173.191.2,281,4 
5,152,24,105,20,168,138 
,105,48-141,2, 288.152 
.10. 105. 39.168.162,7 
,6,153,0. 6.136. 202 
6,76,98.228.169,0,141 
.76,98,228 
,8,8,0,0,240 
N  LINE  630  IS  THE 
CURSOR  SHAPE. 


►  TYPO  TABLE 


iablt 

*  checksun  = 

=  178926 

Line 

nun  range 

Code 

Length 

100 

-  190 

ID 

394 

200 

-  310 

BF 

388 

320 

-  430 

RH 

452 

440 

-  550 

CB 

379 

560 

-  650 

CM 

287 

o 


►  LISTING  2 


100O 
1010 
1020 
1030 
1040 
1050 
106O 
1070 
1080 
1090 
1100 
1110 
1120 
1130 
1140 
1150 
1160 
1178 
1180 
1190 
1280 
1210 
1220 
1230 
1248 
1250 
1260 
1270 
1280 


;  LISTING  2  PMCUR^OR-SRC 

;  PLAYER  CURSOR  BY  JERRY  UNITE 

;  AND  CARLOS  R^VES 

;  sys-teH  Eiua-tes 

H0UCRS=S54 

C0LCRS=S55 

DINDEK=S57 

FRO=:SD4 

SRTIMR=S22B 

SDMCTL=S22F 

GPRI0R=S26F 

THTR0M=S298 

TKTCOL=S291 

TINDEK=S293 

BOTSCR=S2BF 

PC0LH2=S2C2 

CRSINH=S2FO 

HPOSP2=SDO02 

SIZEP2=SD00A 

C0LPM2=SD014 

GRACTL^SDOID 

PRIOR=SD81B 

DMACTL=SD488 

PMBASE=SD487 

SETUBW=5E45C 

KITUBy=SE462 


o 
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1290 
1300 
1310 
1320 
1330 
1340 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 
1470 
1480 
1490 
1500 
1510 
1520 
1530 
1540 
1550 
1560 
1570 
1580 
1590 
1600 
1610 
1620 
1630 
1640 
1650 
1660 
1670 
1680 
1690 
1700 
1710 
1720 
1730 
1740 
1750 
1760 
1770 
1780 
1790 
1800 
1810 
18ZO 
RAM 
1830 
1840 
1850 
I860 
1870 
1880 
1890 
s 

1900 
1910 
1920 
1930 
1940 
1950 
1960 
1970 


; Progran  Equates 

PSTfiRT=0 

PLAVER2=PSTfiRT+S60O 

PSHAPE=PSTfiRT*S6O0  ; 5hape  data 

PCOLOR^IO 

PRATE=8 

PFLASH=PSHAPE+8 

:call  fron    BASIC  where  ROUTINE 
;is  the  address  of  this  routine 
; CURSOR=USR (ROUTINE? 


=54000 


; Relocatable 


;*»  argunents=e 

;fro=init 


INIT 
PLA 
LDA  FRO 

cue 

ADC  «MAIN-INIT«SFF 

5TA  FRO 

LDA  FRO+1 

ADC  *»MAIN-IHIT/510O 

STA  FRO+1         :FR0=MAIN 

LDK  »8-l         ;  Moue  cursor  data 

LDV  «SHAPE-MAIN+7 
LOOP 

LDA  CFR01.V 

STA  PSHAPE,K 
DEV 
DEK 

BPL  LOOP 

LDV  FRO 

LDK  FRO+1 

LDA  «7 

JMP  SETUBU 


: Enable  UBLANK 

; Deferred 
; Return 


;Start  of  the  UBLANK  routine 


MAIN 

LDA  CRSINH 

BEQ  ERASE 

LDA  SRTIMR 

BEQ  SKIP 

LDA  »e 

BED  SKIPl 
SKIP 

LDA  PFLASH 

CLC 

ADC    ttPRATE 
SKIPl 

STA  PFLASH 

BMI  ERASE 

LDV  «255 

LDA  **0 
LOOPl 

STA  PLAVER2,^ 
DEV 

CPV  «8 

BNE  LOOPl 

LDA  ttPCOLOR 

STA  PC0LR2 

STA  COLPM2 

LDA  1*1 

STA  GPRIOR 

STA  PRIOR 

LDA  no 

STA  SIZEP2 

LDA  »PSTART/S10O 


;PEEKf7523 

; No  PM  cursor 

; Key  pressed? 

;Yes,  show  cursor 
;Forced  branch 

iFlashing  logic 


:Cursor  invisible 
iClear  the  player 


ilnit  PM  variable 


Player  2  color 


1980 

STA 

PM6ASE 

1990 

LDA 

«2 

2000 

STA 

GRACTL 

2010 

LDA 

»2+32+8+16 

2020 

STA 

SDMCTL 

2030 

STA 

DMACTL 

2040 

e 

205O 

LDK 

COLCRS 

; Check  screen  Mpd 

LDV 

ROUCRS 

2060 

LDA 

DINDEK 

207O 

ORA 

TINDEK 

2080 

BEQ 

5KIP2 

; Ful 1  screen 

2090 

LDA 

BOT5CR 

2100 

CMP 

«4 

2110 

BNE 

ERASE 

; No  text  window 

2120 

TYA 

; Add  offset  to  li 

ne 

2130 

CLC 

2140 

ADC 

«20 

2150 

TAV 

2160 

SKIP2 

2170 

TKA 

;Find  hor .  pos . 

2180 

ASL 

A 

2190 

ASL 

A 

22O0 

ADC 

»48 

2210 

STA 

HPOSP2 

2220 

TVA 

;Find  vert.  pos. 

2230 

ASL 

A 

2240 

ASL 

A 

2250 

ASL 

A 

2260 

ADC 

«32  +  7 

2270 

TAV 

;Move  cursor  into 

2280 

LDK 

»7 

; position 

2290 

LOOP2 

2300 

LDA 

PSHAPE,K 

2310 

STA 

PLAVEH2- V 

2320 

DEV 

2330 

DEK 

2340 

BPL 

LOOP2 

2350 

JMP 

KITUBU 

; RETURN 

2380 

^ 

2390 

ERASE 

2400 

LDA 

no 

;Moue  player 

2410 

STA 

HPOSP2 

;off  screen 

2420 

JMP 

KITUBV 

2430 

i 

2440 

;Dat:a  for  underline  shape 

2450 

* 

2460 

SHAPE 

2470 

-BYTE  e.0,e.O'B,o,e.24o 

End  Program  Typing  Agony  Forever! 
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^^'toFTW 


lins,  Antic  puDiit"  v  no  documenta- 

ordinary  value.  ^^  3^,^  as  is.  ^^^re  s  n^f.^^^^.^ore, 

^"  P^Td'  Except  w^at-s  built  into  the  pr°^^^^^^^^  p,op- 

tion  included  ^^^^^'      ,^,,^  in  order  to  ^  ^  the  pr  ^^^^ 

you  may  "-f^.^°'^"^',y^be  some  proSramrnmS  d^^rk^  Y    ^,,  p^^^. 

tiom  here.  But  each  d.sk  „oduct  coupon, 

programs.  ^^   ,  p„oney  order  ana  p  envelope 


Oamcs!  Games!  6amcs! 


ope 
OR£  — «.. 


AMTIC  GAMES  BISK  *1       „„„  ;,ntic  VoM  ,  No.l " 
nuwsadeuctiveadventure 


AMTK  GAMES  OlSK^o^^. 
1    PETALS      ^  Yntic  Vol.1 ,  NO'3 

^^/s^'Id  DEMON,  and  more 


4,  DRAW 


Ultimate  Soft  Wear 

simple  to  use.  Convenlen^^^^^^^^^ 

tion.  What  more  could  you  wan 

wear  packaged  ^^^,  ,,  softwear 

;,n,c  now  07-  ^^^,\Srzoned  with  the 
_  all  cotton  T-shirts  ^mu  i^ty 

Antic  l<«o.f^"«rc^S  *  ""«  -  *°"» 
of  sizes  and  ^°'°'!^°™ft  ^^tarl  owner  on 
*:;'r^Sr:"cThcvn„a.e.eat 

presents,  too  .  •  •)  — 


'»^ 


aMTlC  GAMES  DISK  »» 

NEVi 

i:  DEFENSE  ^^^ 

AMTie  GAMES  B'^Vn'the  P  "c  dor^ain  circuit.  All 
*"^^riTefsrbm«ed*-ttoAnt,c^^^^^, 
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Useful  App«ca*»®"* 

;■_  RAINBOW      3^  HOf  ^1,  MESSAGE  and  more 
6.  SPIRAL     l.PRt'" 

AHTIC  PHOTO  6«*'U'« 
?  oiGITIZtO  PHOTOS 


J  many  more 

NEW 


STORE 


cJssic  games,  tutorials  and 

ut^ities  from  Antic's  fjrstye^^^^ 
of  publication.  300  pases^  , 

ATARI  BASIC,  FASTER  AND 

rfttVr  by  carl  Evans:  Program- 

'^^g^rickery  and  short-cuts 

"^  Sore.  A  whole  library  °f 

'    structured  subrou  .nes^ 

300  pages.  51b.VD 


A'^  ■),> 


"tOLo. 


ATARI , 
BASIC 


IGY 


V^ 


n« 


III  1 1  i:i< 


^*  ^^^ ^  ^  TT^uilNG  ITEMS.  HURRY! 
PLEASE  RUSH  ME  THE  FOUOWINO  IT 

^ACCCTTF  DISK  ^. 


i*-S^S^o'"fer6CHOPS.X 
|V.v55n°^theWless     5^M.A,S.H. 

»MT1C  UTIUTV  DISK  »1  accorr^panv  prosra-^^ 

me'"°fy.o  .nnnect  parallel  prm^'  """^  ' 

rH'o^SE',gH3,,,R...,l.ln.,ora,.,ere.ces 
ItSeTT-RTaOCK  and  more 

1  *»""  "Il:V7pTEr"om  ANTIC  vol.  5.   NO.  1 

*«- TaV-S"3  t- «3--tManSua3e  and 

,|:r7.SlNKFUND  ^^^ 

I  T'bARNVARD  a  mystery^  „    .cards 

U    FRENCHGAMEEnghsn/  .jlON 

I  3   MATHWARS     *  ,^°Jirpose  test  prosram. 

I  5  QUIZ  a  Slant  mult,  purp  ^^^ 

AMTICTUUOMHUHICAT.OMS     ^^^,^^  ^^^,^„  and: 
riSrtolSK^'K^'B-AUTOGEN 


GAMES  *1 
GAMES  *2 
GAMES  *3 
GAMES  *4 
GAMES  *5 
GAMES  *6 
GAMES*? 
GAMES  *8 


CASSETTE 

D 
D 
D 

D 


DISK 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 

D 


CASSETTE 

UTILITY  *1 

UTILITY  *2 

UTILITY  *3  ji^^ 

FORTH  iicui 

BUSINESS   DISK  «W 

COMPUTER  TUTOR  »*' 
TELECOMMUKICATIOHS    HEW 


DISK 

D 

D 

D 

D 

D 

D 

D 


DISKS 

CASSETTES  ©$10^3^'^  =  ^  ■ 
"^A  res.  add  6%%  sales  tax  ^ 

+  51,50  shipping  &  handling- 

TOTAL  5  _ 


November  1984 


NEW 
NEW 

PHOTO  GRAPHICS 

MUSIC  *1 

MUSIC  *2  

T-SHIRTS  ^^^  handling) 


_State__— ^'P- 

for  even  faster  service  on  credit  car 
Phone  Toll-free  ,  .  .  for^  ^^^  ,33  _ 

E,^t.  133.  in  California,  (800)  ^^ 
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PRINTER  ACCESSORIES  FROM 


PKIN  I LK  ALLtbbUKIt^  hKUM   ^^" 

DIGITAL  DEVICES  g) 


T.M. 


Expand  your  Atari®  or  Commodore® 
computer  with  Digital  Devices 
U  •  PRINT.  We  make  it  simple  to  add 
any  printer  you  choose.  U  •  PRINT 
interfaces  feature  industry  standard 
Centronics  parallel  connectors  to  hook 
up  an  Epson,  Star,  NEC,  C.ltoh, 
Okidata,  or  any  other  printer. 


A 


C= 


•  EXTRA  SERIAL  PORT  FOR  DAISY 
CHAINING  OTHER  PERIPHERALS. 

•  COMPATIBLE  WITH  ALL  ATARI 
HARDWARE  AND  SOFTWARE. 

U  »  PRINT    MODEL  A 

•  EMULATION  OF  COMMODORE 
PRINTERS,  INCLUDING  GRAPHICS. 

•  COMPATIBLE  WITH  ALL 
COMMODORE  HARDWARE  AND 
SOFTWARE. 

U  •  PRINT   MODEL  C 


Lightweight,  easy  to  install,  and 
with  a  one-year  warranty,  U  •  PRINT 
gives  you  a  choice! 


T.M. 


PRINTER 


BUFFER 


Ever  get  stuck  while  your  printer 
catches  up?  The  PRINTER  BUFFER 
eliminates  waiting  by  rapidly  accepting 
data  in  memory,  then  relaying  it  at  the 
printer's  rate,  freeing  the  computer  for 
your  next  job.  User-upgradable  memory 
(16k  to  64k)  allows  up  to  32  pages  of 
data  to  be  stored. 


Compatible  with  U  •  PRINT  and 
featuring  a  one-year  warranty,  the 
PRINTER  BUFFER  is  the  low  cost  way  to 
make  your  computer  even  faster! 


Quality  Products  Made  In  USA  From 

DIGITAL  DEVICES  S) 

Corporation 


430  Tenth  Street,  Suite  N205     Atlanta,  Georgia  30318 
In  Georgia  (404)  872-4430;  Outside  Georgia  (800)  554-4898  ©  1984 

'ATARI  AND  COMMODORE  ARE  REGISTERED  TRADEMARKS  OF  ATARI,  INC.  AND  COMMODORE  ELECTRONICS  LTD.  RESPECTIVEty 


the  toolbox 


WINDOWS 

Your  Atari  delivers 
"Tlie  Latest  Thins" 

by  JERRY  WHITE  and  DAVE  CULBERTSON 


The  latest  buzzword  in  the  computer 
world  is  "windoivs'^— multiple  on- 
screen display  areas.  This  two-part 
series  (to  be  concluded  next  month) 
shoivs  you  how  to  create  these  mul- 
tiple display  windows  with  your 
Atari.  Listing  1,  the  BASIC  demon- 
stration program,  runs  on  all  Atari 
computers  of  any  memoty  configur- 
ation. Listings  2  and  3,  provided  for 
your  information,  are  Assembly  Lan- 
guage source  code  for  the  machitte 
language  subroutines  contained  in 
DATA  statements  in  Listing  1.  You 
need  not  type  these  in  to  use  Listing 
L  Antic  Disk  subscribers  RUN  "D: 
WINDO\X^S.BAS". 

A  simple  example  of  a  text  window 
is  the  bottom  four  lines  of  a  Graphics 
1  screen.  If  you  set  the  left  and  right 
margins  for  maximum  width  (with 
POKE  82,0:POKE  83,39),  this  win- 
dow is  40  characters  wide  by  4  lines 
long. 

You  can  use  the  techniques  in  List- 
ing 1  to  define  your  own  window 
size,  and  overlay  the  contents  of  any 
screen  with  any  text  you'd  like  to 
print.  Once  you've  assigned  your  text 
to  a  string  variable,  it's  a  simple  mat- 
ter to  swap  the  string's  contents  with 
a  section  of  screen  memoiy  by  invok- 
ing the  two  machine-language  sub- 
routines with  the  USR  (User  Sub- 
Routine)  command.  The  text  strings 
used  in  the  BASIC  demo  program  are 
AS,  BS,  and  D$,  and  are  assigned  in 


lines  140  to  230.  The  two  assembler 
routines  appear  in  Listing  1  as  DATA 
statements  from  lines  420  to  670. 

Listing  2  contains  the  source  code 
for  the  conversion  subroutine,  which 
is  called  in  the  BASIC  demo  in  lines 
250,  260,  and  270.  The  screen  display 
character  values,  or  Internal  Character 
Set,  are  the  values  for  characters  ac- 
tually present  in  screen  memory. 
Since  ATASCII  and  screen  display 
character  values  are  not  the  same,  this 
routine  makes  the  required  conver- 
sions. The  BASIC  demo  program  (List- 
ing 1)  stores  the  converter  subroutine 
in  the  string  C$.  If  we  use  DATAS  as 
the  string  containing  the  text  to  be 
displayed,  the  conversion  from 
ATASCII  to  display  characters  is  as 
direct  as  the  command: 

ASM  =  USR(ADR(CS),ADR(DATA$)). 

Listing  3  is  the  source  code  for  our 
Window  display  subroutine,  which  is 
stored  in  the  string  W$  in  the  BASIC 
demo.  This  routine  is  called  using  the 
command: 

ASM  =  USR(ADR(WS),  ADR(DATAS), 
SOF,LIN,WID,LOF) 

See  lines  360  to  380  in  the  BASIC 
listing. 

SOF  is  the  offset  distance  of  the 
window's  top  left  comer  in  characters 
(the  size  of  these  units  depend  on  the 
current  Graphics  mode)  from  the  up- 
per left  corner  of  our  screen.  Using 
continued  on  next  page 
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Graphics  0,  for  example,  SOF  would 
be  40  if  we  want  our  window  to  be 
in  the  leftmost  column  of  the  second 
line  from  the  top. 

OPENING  YOUR  WINDOWS 

LIN  is  the  number  of  lines  of  text 
to  be  displayed,  which  determines  the 
window's  height.  WID  is  the  width 
of  each  line  in  characters,  and  LOF  is 
the  offset  between  the  beginning  of 
each  successive  line.  If  we  want  a  rec- 
tangular window  in  GR.O,  LOF  would 
be  40.  We  could  also  have  a  slanted 
window  by  making  LOF  39  or  41  (see 
Listing  1,  lines  340  to  360).  The  BASIC 
demo  program  demonstrates  rectan- 
gular as  well  as  slanted  windows. 

When  using  these  routines,  you 
must  be  careful  to  follow  a  few  simple 


rules.  The  last  character  in  DATA$ 
must  be  a  heart  character  Type 
[CTRL][,]  to  enter  the  heart  at  the  end 
of  your  data  display  strings.  The  only 
other  rule  is  that  you  supply  the 
proper  number  of  legal  parameters  in 
your  USR  commands.  Failure  to  fol- 
low either  rule  may  cause  your  key- 
board to  lock  up,  so  be  sure  to  SAVE 
your  programs  before  testing  them. 
Listing  1  demonstrates  just  a  few 
ways  it's  possible  to  use  windows.  Let 
us  know  when  you  come  up  with 
something  new  you'd  like  to  share.  To 
help  get  you  started,  you  might  try 
defining  your  DATA$  as  960  charac- 
ters (plus  the  heart)  then  flip  an  en- 
tire GR.O  screen  from  one  display  to 
another.  You  can  use  windows  to 
overlay  parts  of  your  screen  with 


warning  or  error  messages.  Using  a  re- 
defined character  set,  you  might  also 
use  windows  to  achieve  animation. 

Jerry  White  is  an  institution  in  the 
world  of  Atari  computing  and  a 
long-time  Antic  contributing  editor. 
Dave  Culbertson  describes  himself 
as  a  "computer person"  who  is  well- 
versed  in  both  hardware  and  soft- 
ware and  who  acts  as  a  mediator  be- 
tiveen  the  two  often-conflicting 
ivorlds.  He's  been  active  in  micro- 
computing for  ni7ie  years,  and  is  vice 
president  of  Custom  Electronics,  Inc., 
which  produces  applications  soft- 
ware for  Atari  and  Apple  computers. 


BBH^ 


610  Middle  Street 
Fairborn,  OH  45324 


SOFTWARE         -«^.  ^gr 

ORDERS  ONLY  PHONE:  1-(800)-282-0333 
INFORMATION  LINE:  1-(800)-879-9699 


EARLY  CHRISTMAS  SHOPPING  AT  ABBY'S 

Learn  to  use  your  Atari  Computer  (tape) S  1 


Demon  Attack  400/800  (Rl $5 

Canyon  Climber  (D)  (CI Sn 

Claim  JumiDer  (D)  (CI $  7 

Claim  Jumper  ID)  (CI $  7 

Crossfire  (Dl  (C)  (R) 5  7 

Hockey  ID)  (CI $  7 


.$  7 
.$  7 
,$11 
.$11 
$  7 
Wall  War  (Dl   $11 


Kayos  (D)  (C) 

Kickback  IRI 

IVloon  Shuttle  IC  &  Dl . 

Soccer  (D)  (C) 

Threshhold  (D) 


ATARI 

Assembler  Editor  (R) $44 

Atari  Basic  (Rl $29 

Atari  Lab/Science  (D)   $69 

Atari  Logo  (R)    $79 

Atari  MacroAssembler  (Dl   $59 

Atari  IVIicrosott  II  ID  &  Rl $69 

Atari  Music  I,  II  (Dl each  $30 

AtariWriter  (R) $75 

Eastern  Front  (Rl $35 

Joust  (Rl $37 

Pilot  (Rl    $69 

Pole  Position  (Rl $37 

SynCalc  ID) $75 

SynFile   +   (D)    $75 

SynTrend  ID) $75 


ACCESS 

Beachhead  (D) $24 

BRODERBUND 

Apple  Panic  (CI  (Dl $17 

Drol  (D) $27 

Genetic  Drift  (C)  (Dl   $17 

Loderunner  (D) $27 

Operation  Whirlwind  ID) $25 

Stellar  Shuttle  ICI  (D) $15 

ELECTRONIC  ARTS 

Archon  (D) $29 

D-Bug  ID) $26 

Hard  Hat  Mack  (D) $29 

M.U.L.E.  (D) $29 


Music  Construction  Set  (D) $29 

One  on  One  (Dl $29 

Pinball  Constr.  Set  (Dl   $29 

EPYX 

Curse  of  Ra(D)  (CI $17 

Dragon  Riders  of  Pern  IDl $29 

Gateway  to  Apshai  (R)    $29 

Pitstop  IRI $29 

Puzzle  Mania  IDl   $29 

Silicon  Warrior  IRI $29 

Summer  Games  (Dl $29 

Temple  of  Apshai  (CI  (D) $29 

Upper  Reaches  (C)  (Dl $17 

GAMESTAR 

Star  Bowl  Football  (Dl   $17 

Star  League  Baseball  (D)  (C) $25 

INFOCOM 

Enchanter  (Dl $33 

Infidel  (Dl $33 

Planetfall  (Dl   $33 

Sea  Stalker  (Dl    $29 

Sorceror  (Dl $33 

Witness  (Dl   $33 

Zork  I.  11,  III  (Dl ea.  $27 


RESTON 

Moviemaker  ID) 


.$39 


S  S  I 

Battle  Normandy  (D) $28 

Broadsides  (D) $28 

Carrier  Force  (Dl $43 

Combat  Leader  (Dl  (CI $28 

SUBLOGIC 

Flight  Simulator  II  (Dl $39 


HARDWARE 


CALL  FOR  LATEST  PRICES 

Atari  800  XL  computer S229 

Atari  1027  LQ  printer S279 

Atari  1025  dot  matrix $225 

Atari  410  recorder $  49 

Atari  1010  recorder $  79 

Atari  1050  disk  dr/DOS  III $319 

Concorde  ssdd  disk 

dr/DOS  XL $319 

Indus  GT  disk  dr/software $349 

Trak  AT  D2  disk  drive    $369 

Trak  AT-D4  disk  drive    S518 

MPP  1000C  AD/AA  modem $129 

MPP  64K  expan.,  600  XL S 

Koala  Touch  Tablet  (Rl $  69 


DISKS 


10  Generic  disks/file $17 

Wabash  SSSD box  of  1 0  $1 7 

Maxell  SSDD box  of  10  $21 

Verbatim  SSDD box  of  10  $23 


iiiiiiiiiiiiiiiiiiiBMiBiBB! 
■■■■■■■■■■■■■■■■■■■■iiiiiii! 


(C)  Cassette  Tape      (D)  Disk      (R)  ROM  Cartridge 


Software  orders  over  $30  free  sliipping  UPS,  continental  U.S. 
only.  Add  $2  shipping  orders  under  $30.  C.O.D.  $5  extra.  Ask  for  hard- 
ware freight  charges.  Ohio  residents  add  5.5%  sales  tax.  All  items 
subject  to  availability  and  price  change.  We  sell  items  guaranteed 
by  manufacturer.  Due  to  our  low  prices,  we  will  not  honor  unauthor- 
ized returns.  (Call  info,  line  for  authorization.) 
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ANTIC,  The  Atari  Resource 


A 

ATARI* 

ONLY 

$149.95 


For  years  they  said  it  couidn't  be 
done  . . .  iMPOSSiBLE  ttiey  ciaimed! 

THE 

^MMPOSSIBLF'! 


A 

ATARI' 

ONLY 

$149.95 


Backup  any  (or  almost  any)  disk  you  own  with  an  UNMODIFIED  disl< 
drive  (wortcs  with  ANY  disk  drive!)! 

HERE'S  THE  STORY! 

Computer  Software  Services  has  developed  a  radically  new  DISK 
BACKUP  program  that  does  not  require  a  disk  drive  modlftcation.  Instead 
of  making  clones  of  PROTECTED  disks,  THE  "lf4^POSSIBLE"!  reads  the 
original  program  and  re-writes  it  in  a  totolly  UNPROTECTED  format! 

THE  HONEST  TRUTH! 

How  good  is  THE  "It^POSSIBLE"!???  Ifs  EXCELLENT!!  We  hove  made 
backup  copies  o(  our  Dimension  X,  Rainbow  Walker,  Encounter,  Archon, 
Mule,  Blue  t^^ax  and  hundreds  of  other  fine  progroms!  Since  there  are 
over  3000  programs  available  lor  Atari  computers,  we  moke  no  claims 
that  it  will  backup  all  existing  or  future  programs  (but  it's  sure  looking 
good  now!).  We  will  try  to  provide  updates  it  and  when  necessary. 

SATELLITE  PROGRAMS  AVAIUBLE  SOON! 

Once  you  own  THE  "IMPOSSIBLE"!,  separate  satellite  programs  will 
become  available  that  will  COMPACT  your  "IMPOSSIBLE"!  backups  into 
DOS  files  so  you  con  store  several  programs  all  on  the  SAME  DISK  (and 
are  compatoble  with  ANY  disk  drive!)! 

A  second  sateilite  program  will  convert  PROTECTED  cassettes  into 
DISK  tiles  (allowing  you  to  store  several  programs  all  on  the  same  disk!)! 

REQUIREIVIENTS! 

Atari  computer  with  48K  or  more,  THE  "IMPOSSIBU"!  (4K  STATIC  RAM 
pack  and  disk),  and  ANY  Atari  comparable  disk  drive. 

Masterccrd-Visa-IVIoney 
Order  or  Cashiers  Check. 
Phone  orders: 
(716)467-9326. 

Atari  is  a  TIVI  of  Atari  Inc.  The 
"IMPOSSIBLE"!  is  a  TM  of 
Computer  Software  Sen/ices 
(division  of  S.C.S.D.,  Inc ) 


A 

ATARr 

ONLY 

$69.95 


The  "PILL"  is  the  most  advanced  CARTRIDGE 

BACKUP  device  available  in  the  WORLD  today 

and  is  now  selling  in  21  different  countries! 

Insist  on  the  original . , .  insist  on  THE  PILL! 

THE 


A 

ATARI' 

ONLY 

$69.95 


COMPUTER  SORWARE 

SERVICES 

P.O.  Box  17660 

Rochester,  New  York  14617 


WORKS  WITH  ANY  ATARI  COMPUTER  HAVING  48K  or  more 
(400/800/1 200XL/600XL/800XL).Saves  cartridges  to  disk  OR 
cassette!  Works  with  DOUBLE  DENSITY  drives  for  even  greater 
storoge  capacity!  No  installation  required. 

The  "PILL"  allows  you  to  store  the  contents  of  cartridges 
designed  for  any  ATARI  computer  onto  disk  or  cassette  (up  to 
twenty  8K  programs  or  ten  16K  programs  each  with  file  names 
on  a  single  disk!)  simply  and  instantly! 

The  "PILL"  allows  you  to  select  and  EXECUTE  any  of  the 
stored  CARTRIDGE  programs  with  equal  ease  and  simplicity! 

•  Transfers  your  cartridges  to  disk  or  cassette. 

•  Stores  up  to  20  programs  on  a  single  disk  (requires  only  7 
seconds  for  8K  programs  or  14  seconds  for  16K  programs). 

•  Allows  you   to   EXECUTE   and   run   programs  which  were 
transferred  to  disk  or  cassette. 

•  All  files  can  be  transferred  using  standard  DOS. 

•  Free  software  is  Included  with  the  purchase  of  THE  "PILL"  con- 
taining several  useful  utility  routines. 

•  DOUBLE  DENSITY  menu. 

•  Wori<s  with  ALL  Atari  computers  (please  specify). 

•  Available  with  DISK  or  CASSETTE  (please  specify). 

•  Immediate  deliveiy! 

DISTRIBUTOR/DEALER  inquiries  welconne. 


SUPERIOR  to  any  translation  programs 
available!  FOR  ATARI 
1 200XL/600XL/800XL  with  64K. 


THE 

XL^TIX''! 


A 

ATARI" 

ONLY 

$49.95 

The     Atari     XL     series     computers     represent     power, 
Dphistication,   and   flexibility  virtually   unrivalled    in   todays 
Home  Computer  Market. 

With  "approximately"  30-40%  of  existing  software  being 
"incompatable",  a  real,  and  serious  problem  exists.  Because 
of  this  we  have  developed  THE  XL  "FIX"! 

ADVANTAGES  over  cheaper  "translation  products": 

1.  The  XL  "FIX"!  is  capable  of  fixing  more  software ...  an  es- 
timated 30%  more  software! 

2.  The  XL  "FIX"!  is  available  in  DISK  or  CASSEHE  versions. 

3.  Either  XL  "FIX"!  version  fixes  ALL  THREE  types  of  software  (Disk  - 
Cassette -and  Cartridges!). 

4.  The  XL  "FIX"!  adds  OVER  4K  of  usable  RAM  to  your  com- 
puter (anyone  using  Data  bases  or  Word  processors  will 
realty  appreciate  this  feature!). 

5.  You  never  have  to  hold  the  OPTION  button  down  on  600XL 
or  800XL  computers! 

6.  VERY  IMPORTANT!  You  need  to  load  the  XL  "FIX"!  only 
once. .  .you  can  change  disks,  cassettes,  or  cartridges 
without  rebooting  the  XL  "FIX"!  each  time! 

The  XL  "FIX"! ....  another  SUPERIOR  product!  64K  required! 

DISTRIBUTOR/DEALER  Irrquiries  welcome. 


Mostercord-Visa-Money 
Order  or  Cashiers  Check. 
Phone  orders: 
(716)467-9326. 

Atari  is  a  TM  of  Atari  Inc.  The 
XL  "FIX!"  is  a  TM  of  Computer 
Software  Services  (division  of 
S.C.S.D.,  Inc.) 


Send  $49.95  plus  S4  shipping 
and  handling  (N.Y.S. 
residents  please  odd  7%  for 
sales  tax)  to: 
COMPUTER  SOFTWARE 
SERVICES 
P.O.  Box  17660 
Rochester,  New  York  14617 


Mastercard-Visa-Money 
Order  or  Cashiers  Check. 
Phone  orders:  (716)  467-9326. 

Atari  is  a  TM  of  Atari  Inc.  The 
"PILL"  is  a  TM  of  Computer 
Software  Services  (division  of 
S.C.S.D.,  Inc.) 


Send  S69.95  plus  $4  shipping 
and  handling  (N.Y.S. 
residents  please  add  7%  for 
sales  tax)  to: 
COMPUTER  SOFTWARE 
SERVICES 
P.O.  Box  17660 
Rochester,  New  York  14617 


A 

ATARr 


THREE  NEW  PRODUCTS! 
THE  "SUPER  PILL"! 


A 

ATARI^ 


Exactly  the  same  as  the  WORLD'S  leading  cartridge  backup 
device . . .  THE  PIU.! . . .  except  ifs  even  simpler  to  operate,  ifs 
SWITCHIESS!  Exceiient  for  families  having  young  children.  Totally 
eliminates  opening  computer  doors  and  switches.  THE  "SUPER  PIU"!  is 
the  most  advanced  state  of  the  CARTRIDGE  BACKUP  device  available 
today.  It  is  totally  compatobie  with  all  ATARI  computers  and  oil  programs 
backed  up  by  the  original  "PILL"!  Only  $79.95  plus  S4  shipping  and 
handling. 

THE  "PROTECTOR/SILENCER"! 

The  "PROTECTOR"!  is  d  disk  and  hardware  modification  (no 
soldering)  for  Atari  810, 1050,  and  Indus  GT  disk  drives  thdt  will  allow  you 
to  write  true  BAD  SECTORS  wherever  you  wish  (not  to  be  confused  with 
ridiculous  speed  control  or  tope  jerking  schemes!).  Powerlul  disk 
program  finds  hidden  directories,  scrambles  existing  directories,  fast 
mops,  hex  conversions,  disk  dupes,  and  much  morel 

The  "SILENCER"!  quiets  your  drive  tremendously  (eliminates  the 
LOUD  grinding  noise  when  you  read  a  bad  sector!),  PLUS  it  ollows  you  to 
WRITE  TO  BOTH  SIDES  of  any  disk  WITHOUT  cutting  or  notching  the  disk! 
Both  for  only  S49.95  plus  S4  shipping  and  handling. 

THE  "COMPANION"! 

An  amazing  device  that  will  enhance  the  capabilities  of  the 
XL  "FIX"!  or  Atari  Tronsloter.  It  will  allow  you  to  de-select  BASIC  (no  more 
need  to  hold  the  OPTION  button  while  loading  programs  on  the  600XL's 
and  SOOXL's).  and  it  will  allow  you  to  de-select  Itie  DIAGNOSTICS  (no 

more  bod  loads  because  of  the  DIAGNOSTICS  jumping  into  the  middle 
of  your  program  load  routine!),  instoiiotion  is  simple  (10  minutes)  and  re- 
quires f^JO  soldering!  Only  $29.95  plus  $4  shipping  and  handling. 

DISTRIBUTOR/DEALER  inquiries  welcome. 

Our  other  fine  products  include  THE  "PILL"!,  XL  "FIX"!,  "ItvlPOSSIBLE"!, 
"tVIETAIVtORPHOSES"!,  and  "REIYIOTE"! 

Mastercard-Visa-Money 
Order  or  Cashiers  Check. 
Phone  orders: 
(716)467-9326. 
Atari  is  a  TM  of  Atari  Inc.  The 
"METAMORPHOSES"!  is  a  TM 
of  Computer  Software 
Services  (division  of  S.C.S.D., 
Inc.) 
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BANNERCATCH^ 

Scholastic  Software,  Inc. 
730  Broadway 
New  York,  NY  10003 
(212)  505-3000 
S539.95,  48K— disk 

Reviewed  by  Phil  Seyer 

Bannercatch  is  a  five-level  partner- 
ship game  of  strategy  and  skill.  You 
and  your  partner  compete  on  a  64- 
sector  playing  field  against  a  charac- 
ter named  Max.  The  object  of  the 
game  is  to  capture  Max's  flag  with 
your  robots  and  carry  it  back  to  your 
part  of  the  playing  field.  Your  side  has 
four  joystick-controlled,  "htimanoid" 
robots.  Max  also  has  four  robots. 

The  game  is  quite  involved  and 
comes  with  a  number  of  items  includ- 
ing a  detailed  instruction  manual,  a 
reference  card,  a  secret  document 
marked  "for  robots  only,"  a  colorful 
bannercatch  poster,  bannercatch 
stickers,  and  playing  field  map. 

The  playfield  is  huge.  Only  a  por- 
tion of  each  of  the  64-sectors  of  the 
playfield  is  visible  on  the  screen  at 
once.  The  screen  is  split  so  each  part- 
ner can  view  a  different  part  of  the 
field.  To  keep  track  of  your  location, 
you  have  to  note  the  sector  number 
you're  in  and  then  refer  to  the  play- 
ing field  map. 

Defeating  Max  and  his  robots  isn't 
easy.  To  do  it  you  have  to  work  with 
your  partner  and  learn  how  to  inter- 
cept and  decode  the  secret  messages 
he  sends  to  his  robots.  That's  where 
an  added  bonus  comes  in.  Max  and 
his  robots  communicate  in  binary 
code.  By  playing  the  game  you  learn 
to  read  binary  numbers,  an  important 
skill  to  have  if  you're  interested  in 
computer  programming. 

Besides  defeating  Max,  another 
goal  is  revealing  his  mysterious  face. 
Each  time  you  win  a  game,  a  bit  more 
of  Max's  face  will  appear.  A  special 
sheet  is  provided  so  you  can  gradually 
sketch  in  his  face  as  you  win  more  and 


more  games. 

Interesting  sound  effects  occur 
when  you  accidentally  bump  into 
something  or  when  you  cross  the 
river  dividing  the  playing  field.  Lively, 
well-written  music  helps  announce 
the  winner  of  each  game.  The  action 
can  be  quite  exciting  as  you  try  to 
elude  Max's  robots  or  chase  them 
when  they  steal  your  flag.  Careful 
though!  I  almost  broke  a  joystick  run- 
ning from  Tor,  one  of  Max's  robots. 

SIMULATED 
COMPUTER  B^iH 

Carousel  Software,  Inc. 
877  Beacon  St. 
Boston,  MA  02215 
(617)  437-9419 
$29.95,  32K— disk 

Reviewed  by  Christine  A.  Lunardini 

Have  you  ever  wondered  how  a  com- 
puter really  works?  Simulated  Com- 
puter takes  you  step  by  step  through 
the  internal  workings  of  your  com- 
puter. The  program  is  an  excellent 
learning  tool  that  encourages  and 
rewards  creativity. 

Simulated  Computer  graphically  il- 
lustrates the  series  of  steps  by  which 
information  is  processed  to  produce 
a  desired  result.  Across  the  top  of  the 
main  screen  is  displayed  a  small  key- 
board with  a  set  of  hands  which  type 
in  unison  with  your  keystrokes.  The 
keyboard  is  indirectly  connected  to 
the  central  processing  unit  (CPU), 
which  is  connected,  in  turn,  to  a 
printer.  The  remainder  of  the  screen 
is  devoted  to  three  rows  of  boxes,  six 
to  a  row,  numbered  for  00  to  23. 
These  are  the  memory  locations.  The 
boxes  include  special  locations  for 
sound,  graphic,  and  color  definition. 

Another  strength  of  Simulated 
Computer  is  its  documentation.  Once 
you  sit  down  at  the  computer,  you  are 
led  through  a  series  of  hands-on 
tutorials  that  are  clear,  concise,  and  to 
the  point.  The  tutorials  are  simple 


mathematical  and  Turtle  Graphic 
exercises  that  get  you  right  into  the 
program.  For  example,  as  you  work 
through  the  first  tutorial,  the  com- 
puter hands  at  the  top  of  the  screen 
are  typing  right  along  with  you.  But 
you  also  see  the  invisible  part  of 
computing — where  that  series  of  in- 
structions or  data  is  stored  internally, 
and  what  happens  when  you  RUN 
your  program. 

TITLE  BOUT 

For  the  true  boxing  fanatic,  Title 
Bout  is  a  computerized  simulation  of 
the  sport  that  lets  you  play  manager 
to  practically  any  boxer  from  recent 
history.  The  game  includes  data  files 
for  309  real  boxers  from  Muhammed 
Ali  to  Hilario  Zapata  (flyweight). 
Also,  you  can  modify  existing  data 
flies  or  create  your  own  imaginary' 
super  pugilist. 

Each  boxer's  file  data  profiles  every 
aspect  of  his  ring  characteristics, 
from  hitting  power  and  ability  to 
control  the  fight,  to  endurance  and 
percentage  of  punches  that  actuiilly 
connect.  In  aM,  the  program  evaluates 
19  factors  for  each  fighter  in  every 
round.  Otlier  factors  included  are  the 
manager's  strategy  and  fighter's  atti- 
tude. If  you  play  against  the  com- 
puter, you  pick  both  fighters  and  the 
computer  picks  its  strategy  and 
fighter's  attitude  for  each  round. 
Otherwise,  two  human  players  make 
aM  decisions  for  themselves. 

Each  round  is  depicted  graphically 
witli  animation  and  sound  effects, 
but  not  in  real  time.  The  fighting 
seems  to  correspond  fairly  closely  to 
each  boxer's  historic  skills  and  what- 
ever strategies  you  select.  For 
realism,  quotes  like  "You're  meat" 
and  '"Yo  mama",  attributed  to  the 
current  pugilists,  appear  periodically 
at  the  bottom  of  the  screen. 
Muhammed  Ali  even  does  a  little 
dance! 

S30.00,  Avalon  Hill,  4517  Harford 
Road,  Baltimore,  MD  21214.  Phone 
(301)  254-5300.  Requires  disk,  48K. 
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Information  transfer  is  represented 
by  electrical  impulses  that  surge  along 
circuits,  through  the  CPU  which 
assimilates  each  piece  of  information 
as  it  is  called  up  and,  in  turn,  sends 
its  own  message  back  to  the  memory 
locations.  This  process  continues  until 
all  the  information  in  the  memory 
locations  has  been  filtered  through 
the  CPU  and  the  results  are  sent  to  the 
printer  for  output.  If  you  are  work- 


MEGAFONT  IP 

If  you  have  a  dot  matrix  printer  with 
graphics  capabilit>',  MegaFont  II  will 
put  it  to  good  use.  You  can  print  in 
any  of  ten  built-in  custom  fonts 
(character  sets),  or  create  your  own 
fonts  for  use  with  the  program.  You 
can  also  dump  Graphics  7  1/2  and 
Graphics  8  screens  in  three  sizes.  The 
instructions  tell  you  how  to  convert 
compressed  Micro  Illustrator  picture 
files  for  use  with  MegaFont. 

If  you  use  die  standard  font,  even 
control  and  inverse  characters  are 
printed  exactly  as  diey  appear  on  the 
screen.  Among  the  other  built-in 
fonts  are  two  st)'les  of  script,  various 
"fancy"  fonts,  italics,  and  Greek.  You 
cin  print  in  two  sizes.  The  large 
print  is  fairly  light,  and  the  other  size 
is  denser  but  too  small.  It  would 
have  been  preferable  to  make  the 
larger  size  a  big  denser. 

MegaFont  II  is  a  revision  of  the 
earlier  MegaFont.  New  features  in- 
clude the  capability  to  type  directly 
to  the  printer,  changeable  line  spac- 
ing, faster  operation  and  two  new 
fonts.  MegaFont  II  works  with  NEC, 
Prowriter,  Epson  (with  Graftrax),  and 
compatible  printers.  It  works  with 
Atariwriter,  Bank  Street  Writer 
(mostly)  and  Text  Wizard  (if  you 
print  files  to  the  disk),  but  is  not        -3 
compatible  with  Letter  Perfect  unless 
you  have  the  LJK  conversion  utility. 

$24.95,  XLEnt  Software,  RO.  Box 
5228,  Dept  A.,  Springtleld,  VA  22150. 
Phone  (203)  644-8881.  Requires  disk, 
48K. 


ing  with  Turtle  Graphics,  the  output 
will  be  a  second  screen  which  will 
display  step-by-step  the  design  you  are 
creating. 

Simulated  Computer  also  teaches 
some  basics  of  Assembler  language. 
The  tutorials  are  more  directly  re- 
sponsible for  the  success  of  this  aspect 
of  the  program.  A  series  of  program- 
ming "challenges"  at  the  end  of  the 
tutorials,  when  successfully  mastered, 
is  a  pleasantly  surprising  indication  of 
how  much  you  can  learn  about  pro- 
gramming in  a  relatively  short  time. 
They  are  also  positive  reinforcement 
for  creating  your  own  programs  to 
run  through  Simulated  Computer. 

All  in  all.  Simulated  Computer  lives 
up  to  its  promises  and  deserves  the 
"Best  Microcomputer  Software 
Award"  it  received  from  Learning 
Magazine.  An  additional  bonus  is  that 
the  program  can  be  rewarding  for 
children  under  age  12  whose  parents 
want  to  take  the  time  to  work  through 
the  tutorials  with  them,  particularly 
the  Turtle  Graphics  routines. 

BOULDER  DASHhh 

First  Star  Software 

22  East  41st  Street 

New  York,  NY  10017 

(212)  532-4666 

$29.95,  32K— disk/cassette 

$39.95,  16K— cartridge 

Reviewed  by  Roger  Fairchild 

Boulder  Dash  is  not  only  the  name 
of  this  game,  it  is  also  a  phrase  you 
may  be  uttering  often  while  you  play. 
Your  task  in  this  scrolling  maze  game 
is  to  collect  jewels  with  a  beautifully 
animated  character  named  Rockford. 
Pushing  boulders  out  of  the  way  to 
get  to  the  elusive  jewels,  Rockford 
must  watch  out  for  falling  boulders 
that  shorten  his  quest.  Once  the  re- 
quired number  of  jewels  are  collected, 
a  secret  exit  from  each  level  will  ap- 
pear. Most  of  the  time  this  exit  isn't 
visible  from  your  current  location  in 


the  maze,  and  your  search  for  the  exit 
begins  as  time  to  complete  the  level 
quickly  fades. 

Rockford  digs  his  way  around 
much  like  Dig  Dug,  but  the  resem- 
blance ends  there.  Boulder  Dash 
offers  much  more  variety,  with  16  dif- 
ferent caves  and  five  levels  of  diffi- 
culty. Out  to  stop  Rockford  are  Fire- 
flys.  Amoeba,  Enchanted  Walls  and 
many  other  nasty  characters. 

Boulder  Dash  allows  four  different 
starting  points  evenly  spaced  through- 
out the  levels.  This  feature  allows  you 
to  see  some  of  the  higher  levels  that 
you  would  not  have  viewed  other- 
wise. After  every  fourth  level  is  a  short 
puzzle  that  provides  some  interesting 
diversion. 

Boulder  Dash  is  a  fast-paced,  joy- 
stick-busting, arcade-style  game  that 
will  keep  you  coming  back  time  after 
time.  The  game  is  suitable  on  the 
beginning  levels  for  children  and  on 
the  higher  levels  will  challenge  a  dedi- 
cated arcade  addict.  You'll  get  hours 
of  enjoyment  for  your  software  bucks. 


OPERATION 
WHIRLWIND 

Broderbund 

17  Paul  Dr. 

San  Rafael,  CA  94903 

(415)  479-1170 

$39.95,  48K— disk 

Reviewed  by  Edward  Bever 

Tanks  churn  up  a  riverbank,  with 
infantrymen  darting  and  firing  along- 
side. Behind  them,  an  enemy  hulk 
burns,  while  in  front  an  officer  looks 
on  with  a  mixture  of  pride  and  pre- 
occupation. Victory,  according  to  the 
box  cover,  "will  provide  a  decisive 
breakthrough  in  the  war";  defeat 
could  cause  the  collapse  of  the  front. 
Operation  Whirlwind  puts  you 
in  command  of  the  tank  and  infantry 
battaUon  that  must  accomplish  a  criti- 
continued  on  next  page 
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cal  mission.  You  must  lead  it  across 
the  country,  surmount  natural  ob- 
stacles as  well  as  enemy  resistance, 
and  seize  and  hold  a  town.  The 
enemy,  controlled  by  the  computer, 
has  prepared  defenses  and  will  un- 
doubtedly receive  reinforcements. 
Your  skills  as  a  strategist  and  tactician 
will  be  tested  repeatedly  as  you  strug- 
gle from  one  phase  line  to  the  next, 
and  then  turn  to  defend  your 
conquest. 

The  game  plays  like  a  computerized 
boardgame,  with  each  unit  moved  in- 
dividually in  sequence,  and  combat 
executed  one  attack  at  a  time.  The 
computer  enhances  this  format  by 
freeing  the  player  from  the  need  to 
memorize  rules  and  keeping  track  of 
changes  in  the  units'  strengths  during 
play.  Furthermore,  the  computer 
keeps  enemy  pieces  hidden  untU  they 
fire,  and  it  provides  an  opponent  who 
is  always  willing  to  play. 

The  game's  production  values  are 
very  high.  The  documentation  is  clear 
and  comprehensive.  The  graphics  are 
first  rate  (except  that  on  my  copy 
some  numerals  come  out  garbled). 
The  program  is  well  structured,  easy 
to  operate  with  joystick  or  keyboard, 
and  flawless  in  execution.  It  is  easily 
learned,  and  it  provides  an  absorbing 
challenge  through  four  levels  of 
difficulty. 

SONGWRITER  HiHH 

Scarborough  Systems,  Inc. 
25  North  Broadway 
Tarrytown,  NY  10591 
(914)  332-4545 
5f  39.95,  48K— disk 

Reviewed  by  Jerry  White 

Songwriter  is  designed  for  children 
or  adults  who  wish  to  compose  music 
on  their  computers  and  learn  about 
music  theory.  The  attractive  package 
includes  a  diskette,  a  well-written  64- 
page  manual,  and  a  cable  to  connect 
Atari  computers  with  a  monitor  or 


audio  output  line  (800,  800XL,  or 
1200XL)  to  your  home  stereo  or  tape 
recorder 

Songwriter  completely  avoids  the 
use  of  standard  musical  notation.  The 
documentation  explains  as  its  reasons 
that:  musical  notation  is  not  easily 
understood,  it  requires  a  prior  knowl- 
edge of  music  and  presents  a  distorted 
visual  picture  of  music.  While  I  agree 
with  this.  Songwriter  is  not  much  use 
to  those  who  wish  to  learn  how  to 
enter  songs  from  standard  sheet 
music. 

The  Songwriter  program  and  docu- 
mentation are  well  written,  and  do 
have  significant  educational  value. 
The  main  display  simulates  a  "player 
piano  roll,"  and  option  displays  are 
neatly  implemented.  Computer  key- 
board options  are  logical,  and  include 
user  definable  keys  for  a  sequence  of 
keystrokes  known  as  musical  ideas. 
Songs  and  ideas  can  be  easily  edited, 
loaded,  saved  on  diskette,  combined, 
and  printed. 

Songwriter  comes  with  28  songs 
on  disk,  ranging  from  children's  songs 
to  classical  music.  Songs  may  be 
played  normally,  or  one  note  at  a  time, 
forward,  or  backward.  Speed  and 
sound  quality  may  be  altered  as  the 
music  is  being  played.  Songwriter  can 
store  over  6,000  notes  in  memory, 

VIDEO  BILLBOARD 

Video  Billboard  makes  it  easy  tor 
you  to  create  fanq'  text  display 
sequences  in  multiple  colors  and  dif- 
ferent sizes  of  letters.  It's  a  great  tool 
for  making  title  screens,  in-store 
displays,  breaking  new  ground  in 
video  poetry,  etc. 

You  can  fill  the  screen  with  as 
many  as  ten  lines  of  thirty  characters 
each,  or  as  tew  as  four  lines  of  fif- 
teen characters — depending  on  which 
of  the  three  text  sizes  you  pick. 

You  choose  colors  for  text  and 
background  of  each  line.  For  special 
effects,  you  can  have  any  lines 


and  has  many  other  nice  features  too 
numerous  to  explain  in  a  short  review. 
The  only  major  drawback  I  found 
with  the  program  is  its  inability  to 
store  and  truly  play  more  than  one 
voice.  'While  it  is  true  that  a  long  sus- 
tain may  be  used  to  create  two  sounds 
at  the  same  time,  this  is  the  limit  of 
Songwriter's  multi-voice  capability. 
But  if  you  can  live  with  this  short- 
coming, you  will  find  Songwriter  to 
be  a  useful  musical  composition  tool, 
as  well  as  a  great  way  to  introduce 
music  to  both  young  and  old. 

RELAX  ^^^^H 

Synapse 

5221  Central  Ave. 

Richmond,  CA  94804 

(415)  527-7751 

$139.95,  16K— disk  &  hardware 

Reviewed  by  David  Duberman 

Relax  is  one  of  the  most  unusual 
products  for  the  Atari  ever!  It's  a  bio- 
feedback device  that  measures  elec- 
trical activity  in  the  forehead  muscles. 
Potential  uses  for  Relax  range  from 
no-hands  computer  game  playing  to 
applications  control  for  handicapped 
people.  You  can  also  use  Relax  to 
monitor  and  possibly  reduce  stress  in 
continued  on  page  80 
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Hashing  Vou  tan  automatically 
display  a  sequence  of  up  to  20 
screens  from  RAM,  or  up  to  180 
screens  from  disk. 

The  documentation  is  very  clear 
and  full  of  helpful  hints.  In  addition, 
fifteen  screens  of  on-line  help  are 
available  at  any  time.  Also,  you  can 
obtain  printouts  of  your  screens.  If 
you  have  a  need  for  an  easy-to-use 
elaborate  text  display,  this  program  is 
for  you. 

§69.95  from  Ronald  C.  Tinnell,  2221 
Windy  Drive,  Garland,  TX  75042. 
Phone  (214)  530-8135  between  6-10 
P.M.  CST.  Requires  disk,  48K. 
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ATARI  ENHANCEMENTS 


•OMNIMON 

i  79« 

•  APE  FACE 

'  69' 

•MPP1000C  MODEM 

M27" 

•  FAST  CHIP 

'  24' 

•  RAMROD 

M27" 

•  OMNIVIEW 

'   27' 

•  ATR  8000 

S  CALL  S 

•  CO-POWER  88 

'449' 

•  R-VERTER  INTERFACE 

5   44»5 

•  52K  BOARD 

'  97' 

•  BIT  3  BOARD 

'229" 

•  64K  lor  600XL 

'119' 

•  HAPPY  ENHANCEMENT 

'189" 

•  APE  LINK 

'  34' 

•300/1200  MODEM 

'299" 

•  GOLD  MONITOR  CABLE 

'     8' 

PRINTERS 

DISK  DRIVES 

•  PANASONIC  1091 

'349" 

•  TRAK  ATD2 

-   '379' 

•  PANASONIC  1090 

'279" 

•  INDUS  GT 

-   '349' 

•  OKIDATA-ML80 

'179" 

•  PERCOM  AT88 

-   '329' 

•  GORILLA 

'129" 

•  CONCORDE 

-   '329' 

•  ATARI  1050 

•  MATSUSHITA 

-  '309' 

-  '164' 

$y|nOO      OFF  ANY 

1  U         INTERFACE 

WITH  ANY  PRINTER 

REPAIR  BY  MAIL  SERVICE 


10  SS  /  DD  Disks  in  Plastic  Library  Case 

wjg  Diskettes    |  / 

5V."  Double  Density  (Bulk)  $1.39  eo. 


LIST 
34  95 


CALL  FOR  FREE  ATARI  SOFTWARE  CATALOG 


BUS  B  BVTES  DF  ELECTPiDnkCS 

So.  1-800-241-5119 

CALL     In  Georgia  Coll  (404)  395-1000 

■    Alan  IS  a  registered  irodemark  of  Aion  Inc. 


ATARI  HARDWARE 

ORIGINAL  FACTORY  PARTS  FOR  800/400,  810 

UPGRADE  TO  GTIA.  48K  AND 

REV.  "B"  OPERATING  SYSTEM 

CUSTOM  810  DISK  DRIVES  .  .  .  $265.00 


INTEGRATED 
CIRCUITS  FOR  800/400 

GTIA  Chip 

upgrade  with  instructions  .  ,  .  SI  1.50 
I  OK  rev.  "B"  O.S.  Upgrade  .  .  . 

3  chip  rom  set  with  instructions  .  .  .  SI  2.50 
Pokey  Chip  .    .  C0I2294  .  .  .  $5.50 
Antic  Chip  ,  ,  .  C0I2296  ...   $10.00 
PIA  Chip  .,  .  C0I4795  .  ..  $11.00 


BOARD  SETS. 
BUILD  YOUR  OWN 
COMPUTER, 
DISK  DRIVE 


800  .. .     OK 

800  ..  .  ■18K  . 
400  ..  .  OK  , 
810  BoarrJ  Set  . 


S72.50 

$135.00 
$5250 
SIIO.OO 


MODULES/CIRCUIT 
BOARDS  COMPLETE 

I6K  Ram  Memory  Module  .  .  . 


All  Boards  Complete  With  IC's  Etc. 
Keyboards  not  included. 
Overseas  customers  ...  ask 
for  PAL  price  list. 


CX853  .  .  .  S24.S0 

800  lOK  Rev.  "B"  O.S.  Module  .  .  .  $18.50 

800/400  CPU  Board  with  GTIA  .  .  .  $24.50 

800  Main  Board  .  .  .  $28.50 

400  Main  Board  .  .  .  $26.50 

400  Main  Board  W/O  IC'S  .  .  .   $8.50 

800  Power  Supply  Board  .  .  .  $10.50 

810  Data  Separator  Board  .  .  . 

upgrade  with  instructions  .  .  .  $25.00 

810  Side  Board  W/O  Sep.  &  1771    .  .  .  $43.50 

810  Rear  Power  Board  .  .  .  $25.00 

810  Analog  Board  .  .  .   $16.00 


MISC. 

810  Rear  Board/Analog  Board  Upgrade  ,  .  . 
with  10  pin  jumper  and  instructions  .  .  .  $39.50 
Editor  Assembler  $29.95 

Basic  Cartridge  W/O  Case.  Manual  .  .  .  $23.50 
Cartridge  Circuit  Boards  .  .  .   S4.00 
Non-Atari  Cartridge  Boards  .  .  -   $2.00 
800/400  Repair  Manual  .  .  .   $39.95 
Non-Atari  power  transformer  .  .  .  S16.S0 


AMERICAN  TV  PHONE  415-352-3787 

Mail  Order  Address  ...   15338  Inverness  St.,  San  Leandro,  CA  94579. 

Retail  Store     .  .    1988  Washington  Ave.,  San  b^andro.  CA  9^)577. 

Terms;  We  accept  money  orders,  personal  cinecks  or  COD.  VISA/Mastercard  OK  on  orders 

over  S25.00.  No  personal  checks  on  COD. 

Shipping:  J4.00  Shipping  and  handling  on  orders  under  S150.00.  Add  S2,00  for  COD  orders. 

CA  res.  include  6-1/2%  sales  tax.  Overseas  shipping  extra. 

Prices  subjea  to  change  without  notice.  We  reserve  the  right  to  limit  quantittes.  Sales  limited 
to  stock  on  hand.  AK.  HI.  F^O-APQ  add  $5.00  on  all  orders. 
Much  More!  Send  SASE  for  Tee  price  list. 
Repair  and  upgrade  services  available  .    .   Call, 


"Atari  is  a  registered  trademark  of  Atari,  Inc. 


YOU  CANT  TELL 

A  DISK  DRIVE 

BY  ITS  COVER!! 


WITH  A  HAPPY  ENHANCEMENT  INSTALLED  THESE  ARE 
THE  MOST  POWERFUL  DISK  DRIVES  FOR  YOUR  ATARI  COMPUTER 

WARP  SPEED  SOFTWARE  DISK  READING  AND  WRITING  500%  FASTER 

HAPPY  BACKUP  —  Easy  to  use  backup  of  even  the  most  heavily  protected  disks 

HAPPY  COMPACTOR  —  Combines  8  disks  into  1  disk  with  a  menu 

WARP  SPEED  DOS  —  Improved  Atari  DOS  2. OS  with  WARP  SPEED  reading  &  writing 

SECTOR  COPIER  —  Whole  disk  read,  write  and  verify  in  105  seconds 

1050  ENHANCEMENT  —  Supports  single,  1050  double,  and  true  double  density 

810  ENHANCEMENT  —  Supports  single  density 

SPECIAL  SUGGESTED  RETAIL  PRICE:  Get  the  HAPPY  ENHANCEMENT  810  or  1050  version  with  the  HAPPY  BACKUP  PROGRAM, 
plus  the  multi  drive  HAPPY  BACKUP  PROGRAM,  plus  the  HAPPY  COMPACTOR  PROGRAM,  plus  the  HAPPY  DRIVE  DOS,  plus  the 
HAPPY  SECTOR  COPY,  all  with  WARP  DRIVE  SPEED,  including  our  diagnostic,  a  $350.00  value  for  only  $249.95,  for  a  limited  time  only! 
Price  includes  shipping  by  air  mail  to  U.S.A.  and  Canada.  Foreign  orders  add  $10.00  and  send  an  international  money  order  payable  through  a 
U.S.A.  bank.  California  orders  add  $15.25  state  sales  tax.  Cashiers  check  or  money  order  for  immediate  shipment  from  stock.  Personal  checks  require 
2-3  weeks  to  clear.  Cash  COD  available  by  phone  order  and  charges  will  be  added.  No  credit  card  orders  accepted.  ENHANCEMENTS  for  other 
ATARI  compatible  drives  coming  soon,  call  for  information.  Specify  1050  or  810  ENHANCEMENT,  all  1050s  use  the  same  ENHANCEMENT. 
Please  specify  -H  model  for  all  810  disk  drives  purchased  new  after  February  1982,  call  for  help  in  810  ENHANCEMENT  model  selection.  Dealers 

now  throughout  the  world,  call  for  the  number  of  the  dealer  closest  to  you.  ATARI  is  a  registered  trademark  of  Atari  Cornputer  Inc. 

p.  O.  Box  1268     •     Morgan  Hill,  California  95037     •     (408)  779-3830 


HAPPY  COMPUTERS,  INC. 
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your  life. 

The  measurement  of  electrical 
muscle  activity  is  called  electromy- 
ography. When  the  muscle  is  tensed, 
electrical  activity  increases.  Sensors  in 
the  Relax  headband  pick  up  these  tiny 
signals  and  send  them  through  an 
amplifier  box  to  the  computer 
Synapse  software  interprets  the  sig- 
nals so  you  can  easily  see  changes  in 
your  muscle  tension. 

The  blue  corduroy  headband  con- 
tains three  disk-like  metal  sensors.  It 
fastens  with  Velcro  and  plugs  into  the 
main  unit  with  an  eight-foot  cord. 

The  Electromyograph  unit  con- 
nects to  joystick  Port  1  on  an  Atari 
computer  There  is  an  on/off  switch 
with  a  power  LED,  and  two  sliding 
controls  for  adjusting  the  unit's  sensi- 
tivity. Since  the  unit  (and  you)  are 
electrically  isolated  from  the  Atari's 
AC  power  supply  for  safety,  four  AA 
batteries  (alkalines  are  suggested)  are 
required.  The  unit  drains  power  con- 
stantly whether  in  use  or  not,  so  you 
should  be  careful  to  turn  it  off  when 
you're  through.  The  LED  lights  up 
even  when  battery  power  is  low,  so 
the  best  indication  of  dead  batteries 
is  lack  of  response  when  using  the 
Relax  program. 


THE  INSTITUTE 

The  Institute  was  released  in  very 
limited  quantities  several  yeare  ago  in 
a  text-only  veision.  Shortly  thereafter, 
work  begaii  on  this  high-resolution 
graphics  version. 

This  deviously  clever  game  places 
you  in  a  mental  asylum,  from  which 
you  can  only  escape  in  your  dreams. 
When  you  "solve"  one  dream,  you 
return  to  The  Institute  to  solve 
another.  Commands  are  typical  for 
such  games,  including  compass  direc- 
tions N,  E,  S,  W,  NE,  etc  Many  of 
the  puzzles  are  extremely  challenging 
(the  solutions  may  strike  you  as 


The  first  program  on  the  disk,  a 
simple  moving  graph,  is  intended  for 
use  with  the  audio  cassette.  The  25- 
minute  narration  consists  of  sugges- 
tions for  relaxation,  spoken  in  an 
ultra-calm  voice.  Accompanying 
sounds  imply  various  soothing  en- 
viroimients,  such  as  forests  and 
beaches. 

Part  of  the  narration  ties  in  with  the 
gi^ph  program's  display,  which  shows 
a  vertically  oscillating  point  drawing 
a  trace  on  a  sheet  of  hori2ontally  mov- 
ing "paper,"  much  like  a  lie  detector 

continued  on  page  82 

illogical),  so  there  are  22  encr>'pted 
hints  included  in  the  instructions. 

One  of  The  Institute's  best  features 
is  its  graphics.  The  c;u-toon-like  draw- 
ing style  is  cute  and  fun  to  look  at. 
There  are  over  60  different  colorful 
high-resolution  graphics  screens, 
some  of  which  contain  important 
visual  clues  that  aren't  mentioned  in 
the  text.  If  you're  moving  through  a 
familiar  area,  you  can  turn  off  the 
graphics  for  a  faster  journey.  For  a 
real  challenge  in  adventure  gaming, 
try  The  Institute. 

S29.95.  Screenplay  Box  3558, 
Chapel  Hill,  NC  27514.  Phone  (919) 
968-0051.  Requires  disk,  48K. 


USE  MODEMS  &  RS-232  PERIPHERALS 
DIRECTLY  WITH  YOUR  ATARI! 


R-Verter 


SERIAL  BUS  MODEM  ADAPTOR 


AVAILABLE  AT  $49.95 

COMES  COMPLETE  WITH  — 

•  SMART  TERMINAL  PROGRAM— 
WITH  X  MODEM  PROTOCOL 

•  "R:"  HANDLER  -  USE  WITH  BASIC, 
ACTION,  etc. 

•  AND  AVAILABLE  SOON  - 
ADVANCED  SOFTWARE  DISK 
WITH  80  COLUMN  TERMINAL 
PROGRAM 


NEW  LOW  PRICE 

NOW  ONLY  $129.95 


INTERFAST-r 

BUFFERED  PRINTER  INTERFACE 


Can  You  Print  This? 


sXr.VLX.J'X.     3.tXft.  J.P.I     3.c.R.-i;.p.t     5L<:.R.j:.p;t 
^H:LU=|!M=<     hH:L'J4;i-i=^     H:LU^;M=^     H:L'J=<;Ma| 
■  ^  I  .  \m/-\-^-*  "    I  I  .t-  a-  r-«*l 


YOU  CAN  WITH  AN  INTERFAST-I 


I    ADVANCED  INTERFACE  DEVICES    | 


MC  —  VISA  —  C.O.D. 

P.O.  Box  2188 

Melbourne,  FL  32902 
(305)  242-2772 


R-Verter  and  INTERFAST-I  are  trademarks 
of  Advanced  Interface  Devices,  Inc. 
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ANTIC,  The  Atari  Resource 


Put  a  Monkey  Wrench 
into  your  ATARI  800  or  XL 

Cut  Your  programming  time  from  tiours  to  seconds,  and  tiave  33 
direct  mode  commands  and  functions.  All  at  your  finger  tips  and 
all  made  easy  by  ttie  MONKEY  WRENCH  II.  *.  .r^  nc 

TtietvlONKEYWRENCH  II  plugs  easily  into     Jril  $49.95 

tfie  cartridge  slot  of  your  ATARI  and  works 
witti  the  ATARI  BASIC. 

Order  your  MONKEY  WRENCH  II  today  and  '  _, 
enjoy  ttie  conveniences  of.these  33  featuresj^ 

•  Line  numbering 

•  Renumbering  bosicline  numbers 

•  Deletion  of  line  numbers 

•  Variable  and  current  value  display 

•  Ijocation  of  every  string  occurrence 

•  String  exctiange 

•  Move  lines 

•  Copy  lines 


•  Up  and  down  scrolling  of  basic  programs 

•  Special  line  formats  and  page  numbering 

•  Disk  directory  display 

•  Margins  ctionge 

•  Home  key  functions 

•  Cursor  exctiange 

•  Upper  cose  lock 

•  Hex  conversion 

•  Decimal  conversion 

•  Machine  language  monitor 

•  DOS  functions 

•  Function  keys 

The  MONKEY  WRENCH  11  also  contains  a  machine 
language  monitor  with  16  commands  that  con  be  used 
to  interact  with  the  powerful  features  of  the  6502  microprocessor. 


_  _    J.    ^^    AneasytousebutpowerfulMacroAssembler/Editor  Includes  I^.L- 
11 11  g\  ^B    [Monitor,  Word  Processor  and  more.  The  Best  for  Less! 
IVI^rt     Now  Only  $59.95. 

(fijr  use  with  ATARI  800  or  XL  and  Disl(  Drive.) 


FROM 


THREE 

PDQ  DISKS 

AND  A  NEW 

FUTURE 

^9.95 

There  is  untapped  potential  in  your  Atari.  And,  perhaps,  in 
you. . . 

We'd  like  to  share  an  opportunity  too  utiique  and  worth- 
while  to  describe  in  an  ad.  We're  offering  this  remarkable 
bargain  so  you  can  see  It  for  yourself  without  risk. 

Order  three  PDQ  (Premium  Disk  Quality)  Disks  (DSDD, 
21-year  Warranty)  for  only  $9.95.  The  front  of  each  disk  is 
ready  for  you  to  format  and  use.  Boot  in  the  program  on  the 
back  (min.  system:  48-K),  and  you  may  be  surprised  at  what 
your  Atari  tells  you. 

Order  PDQ!  Write  "PDQ"  on  a  paper,  with  your  (legible!) 
name  and  address;  send  with  $9.95  (We'll  pay  the  shipping. 
NYS  residents  add  7%  Sales  Tax)  to: 

SENECOM 

Dept.  Ill 

13  Whitest. 

Seneca  Falls,  N.Y.  13148 

Limit:  one  order  per  address,  please. 

Atari-'    is  a  registered  trademark  of  Atari  Corporation. 
Senecom'    is  a  registered  trademark  of  Seneca  Computer  Company,  Inc. 


A 

ATARI* 


DIGITAL 
DISCOUNTS 


HARDWARE 


SOFTWARE 


Atari  800XL Call 

1050  Disk  Drive  $299 

1027  Letter  Quality  Pririter  ....  $249 

1025  Dot  Matrix  Printer $249 

1020  Color  Printer $249 

1030  Direct  Connect  Modem  .  $119 

1010  Recorder $79 

Atari  Touch  Tablet  $69 

Atari  Light  Pen $79 


ELtCTHOMC  ARTS' 


A 

ATARI® 
^hoala 

Technologies  Corporation 


RnDall  Construction 

IVIU.LE, 

Worms' 

A/ction 

Hord  Hat  Ivlack 

Axis  Assasin 

Music  Construction 

Cut  &  Paste  Word 

Murder  Zindemeut 

Financial  Cookbook 


Disk 
Disk 
D&C 
D&C 
D&C 
Disk 
Disk 
Disk 
Disk 
Disk 


Utilitv 

Game 

Game 

Gome 

Giame 

Gome 

Utility 

Word  Proc 

Gome 

Home  Mgmf 


KoolaPod  Idblet 


Cart        Hardware 


S39 
S35 
S39 
S35 
S35 
S39 
S49 
S39 
S49 


Software  Packages  tor  Tablet 


Logo  Designs 
Coloring  Series  I 
Geometric  Designs 
Paint  A  Rhyme 
Programmers  Guide 
Spider  Eater 

(D)  Disk,  (CT)  Cartridge 


Disk 
Disk 
Disk 
Disk 
Disk 
Disk 


Ed  Ages  6-up 
Ed  Ages  6-up 
Ed  Ages  6-up 
Ed  Ages  8-up 
Ed  Ages  8-up 
Ed  Ages  6-up 


S29 
323 
323 
S26 
515 
323 


DIGITAL  DIS<:CUNTS 


TECHNICAL  SUPPORT 

HOTLINE 

FREE  CONSULTATION 

BEFORE  AND  AFTER 

YOUR  PURCHASE 

(602)  867-3948 

REPAIR  SERVICE 
AT  LOW,  LOW  PRICES 


2303  North  44th  Street 

Suite  370,  Dept.  02 
Phoenix,  Arizona  85008 

SHIPPING  CHARGES 


S     0-100  S  5 
S101-200  S  8 


S201-300  $10 
S301-  up  S15 


All 


prices  are  for  cash  or  check- 
Visa/MasterCard  add  4%. 


ORDER  LINE 

1-800-821-1989,  Ext.  336 

BONUS! 

FREE  SUBSCRIPTION 

TO  ROM  MAGAZINE 

EXCLUSIVELY  FOR 

ATARI  ENTHUSIASTS! 

FREE  WITH  EVERY  ORDER 
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Software  Discounters 
of  America 

For  Orders  Only  1-800-225-SOFT* 
Inquiries  and  PA.  412-361-5291 


S.D.  of  A. 


Open  Saturday 


product 
reviews 


ACCESS 

Beach  Head  (D) $23 

ACTIVISION 

Decalhalon(R) $25 

Keystone  Kapers  (R) .  $26 

Pitfall  (R) $25 

River  Raid  (R) $25 

ARTWORX 

Bridge 4.0  (T  or  D)  .  .  .$16 

Gwendolyn  (D) $19 

Hodge  Podge  (T  or  D)  $19 
Monkeymatfi(Tor  D)  $18 
Monl<eynews(D)  . . .  .$23 

Strip  Poker  (D) $21 

Male  Data  Disk $18 

Female  Data  Disk  . .   $18 

BIG  5 

Miner 2049er(R)   . . . .$27 

Scraper  Caper Call 

BRODERBUND 

Arcade  Machine  (D)  .$37 

Bank  St.  Writer  (D)  .  .$43 

Choplifter(D) $21 

David's  Midnight  Magic 

(D) $21 

Drol(D) $23 

Gumball(D) $19 

Loderunner(D)   $21 

Mask  of  the  Sun  (D).   $25 

Matchboxes  (D) $19 

Operation  Whirlwind 

(D) $25 

Spare  Change  (D)  .  .  .$23 

Spelunker(D) $19 

Stealth  (D) $19 

Whistler's  Brother 

(D) $19 

CBS 

Add/Subt(TorD). . .  .$16 
Astro-Grover(R)  .  .  .  .$33 
Big  Bird's  Funhouse 

(R) $33 

Big  Bird's  Special 

Delivery  (R)   $25 

Duck's  Ahoy!  (R)  .  .  .  .$23 
Ernie's  Magic  Shapes 

(R) $25 

Linear  Equations 

(TorD) $16 

Match-Wits  (D)' $23 

MalhMileage(R) $23 

Movie  Musical  Madness 

(R) $23 

Mult/Div(TorD) $16 

Quadratic  Equations 

(TorD) $16 

Timebound(R) $23 

Webster  Word  Game 

(R) $23 

CONTINENTAL 
Home  Accountant  {D)$44 
Atari  Encyclopedia  .  .$13 
Book  of  Adventure 

Games $16 

Book  of  Atari 

Software $13 

DATASOFT 

Basic  Compiler  (D)  .  .$49 

Bruce  Lee(T/D) $23 

Dallas  Quest  (D)   .  .  .  .$23 

Genesis  (T/D) $19 

Heathcliff(T;D) $23 

Letter  Wizard  (D) ...  .$33 
Micropainter{D)  .  . .  .$23 
0'Riley'sMine(T/D)  .$19 

Pooyan(T/D) $19 

Spell  Wizard  (D) $33 


Zaxxon(D) $25 

DESIGNWARE 

Creature  Creator  (D) .  $19 

Math  Maze  (D) $25 

Spellicopter(D) $25 

States* Traits (D).  .  .$29 

Trap-A-Zoid(D)  $25 

EPYX 

Curseof  Ra(TorD).  .$13 

Dragonriders  Pern  (D)$25 

Funw/Art(R) $23 

Gateway  Apshai(R)  .$26 
Jumpman  Jr.  (R)  ....$23 

Pitstop(R) $25 

Puzzle  Panic  (D)   $23 

Silicon  Warrior  (R).  .  .$23 
Summer  Games  (D) . .  $25 
Temple  Apshai 

(TorD) $25 

FIRST  STAR 

Astro  Chase  (TorD)  .$19 

Boulder  Dash  (TorD)  $19 

Bristles  (TorD) $19 

Flip  Flop  (TorD) $19 

FISHER  PRICE 
Dance  Fantasy  (R)  .  .$19 
Linking  Logic (R). . .  .$19 
FUTUREHOUSE 

C.P.A.(D) $57 

Light  Pen  (TorD)  .  ..$26 
HBJ 

Computer  SAT  (D) .  .  .$54 
INFOCOM 
Cut  Throats  (D) 
Deadline  (D) 
Enchanter  (D) 
Infidel  (D)  Call 

Planetfall(D)  For 

Sea  Stalker  (D)  New 

Sorcerer  (D)  Low 

Starcross(D)  Prices 

Suspended  (D) 
Witness  (D) 
Zork  I,  II  or  III  (D) 
'Free    bonus    with    pur- 
chase   of    3    Infocom 
Titles 

KOALA 

Touch  Tablet  w/Painter 

(D) $65 

Touch  Tablet  w/Painter 

(R) $75 

Coloring  Series  1(D)  $21 
Coloring  Series  11(D). $21 
Programmer's  Guide 

(D) $13 

Spider  Eater  (D) $21 

'Free    bonus   with    pur- 
chase  of   Touch   Tablet 
and  One  Koala  Software 
Title. 
LJK 

Data  Perfect  (D) $67 

Letter  Perfect  (D) $67 

Spell  Perfect (D)  ...  .$55 
■$5  Instant  Rebate  with 
purchase   of   all   3   pro- 
grams. 
MICROLAB 

Crisis  Mountain  (D) ,  .$19 
MICROPROSE 

Hellcat  Ace  (D)  $19 

Mig  Alley  Ace  (D). . .  .$23 
Nalo  Commander  (D)  $23 

Solo  Flight  (D) $23 

Spitfire  Ace  (D) $19 


.$22 
$39 

$1B 
$18 
$18 

$18 
.$18 

$18 


MUSF 

Castle  Wolfenstein 

(D) $19 

Super  Text  (D) $65 

OSS 

Action  (R) $57 

Basic  XL  (R) $57 

DOS  XL  (D) $21 

MAC65(R) $57 

Write  Tool  (R) $33 

ORIGIN 

Caverns  of  Calisto 

(D) 

Ultima  III  (D) 

PDI 

Analogies  (T  or  D)  . . 
Preschool  I  (Tor  D)  . 
Preschool  II  (TorD) 
Reading  Comp. 

(TorD) 

Vocabulary  I  (T  or  D) 
Vocabulary  II 

(T  or  D) 

PARKER  BROS. 

Frogger(R) $27 

James  Bond  (R) $27 

SCARBOROUGH 
Mastertype(Dor  R).  .$25 

Songwriter  (D) $25 

SEGA 

Buck  Rogers (R)   ...  .$21 

Congo  Bongo  (R).  . .  .$21 

Star  Trek  (R) $21 

SIERRA  ON-LINE 

Dark  Crystal  (D) $2R 

Frogger(Tor  D) $23 

Homeword(D) $43 

Mission  Asteroid  (D)  .$16 

Oil's  Well(D) $19 

Quest  for  Tires  (D). .  .$23 

Ultima  1(D) $23 

Ultima  11(D) $39 

Ulysses  (D) $23 

Wizards,  Princess (D)$21 

WizType(D) $23 

SPINNAKER 
Adventure  Creator  (R)$25 
Aegean  Voyage (R) . .$23 

Aerobics  (D) $29 

Alphabet  Zoo  (R) $21 

Cosmic  Life  (R) $21 

Delta  Drawing  (R)  . .  .$25 

Pacemaker  (R) $21 

Fraction  Fever  (R)  .  .$21 
Grandma's  House  (D)$21 

Hey  Diddle  (D) $19 

Kids  on  Keys(R)  ... .$21 

Kidwriter(D)    $23 

Kindercomp(R) $21 

Most  Amazing  Thing 

(D) $25 

Snooper  Troops  1  (D)  $29 
Snooper  Troops  2  (D)  $29 
Story  Machine(R)  .  .  .$23 

Trains(D) $25 

SSI 

Battle  Normandy  (D). $25 

Broadsides  (D)   $25 

Carrier  Force  (D)  .  .  .  .$39 
Combat  Leader  (D)  ..$25 
Computer  Ambush 

(D) 

Computer  Baseball 

(D) 

Cosmic  Balance  (D) 
Cosmic  Balance  ll(D)$25 
Epidemic  (D) $21 


$39 


$26 
$26 


50  Mission  Crush  (D)  $25 

Fortress  (D) $21 

Knights  of  Desert  (D)  $25 

Questron(D) $33 

Rails  West  (D) $25 

Reforger 88(D)  $39 

Tigers  in  the  Snow 

(D) $25 

War  In  Russia  (D)  . .  .$53 
'Free  bonus  with  pur- 
chase of  3  SSI  Titles. 

SUBLOGIC 

Flight  Simulator  II  (D)$36 
Night  Mission  Pinball 

(D) $21 

SYNAPSE 

Alley  Cat  (TorD)  .  .  .  .$21 
Blue  Max  (TorD).  .  .  .$21 
Encounter  (Tor  D) .  .  .$21 
Fort  Apocalypse 

(TorD) $21 

Necromancer  (T  or  D)  $21 
Pharoah's  Curse 

(TorD) $21 

Rainbow  Walker 

(TorD) $21 

Shamusll(TorD)  .  .  .$21 

Zepellin(TorD) $21 

TRONIX 

Chatterbee(D) $25 

Pokersam(D) $16 

S.A.M.(D) $39 

WINDHAM  CLASSICS 
Below  The  Root(D)  .  .$23 
Gulliver's  Travels  (D)  Call 
Swiss  Family  Robinson 

(D)  Call 

Wizard  of  Oz(D) $23 

ACCESSORIES 
Alien  Group  Voice 

Box  Call 

Ape  Face  Printer 

Interface $57 

Astra  Disk  Drive  . .  .  .Call 
BASF  SS.  DD 

1-9  Bx $17/Bx 

10  Box  +    $16/Bx 

CompuServe  Starter 

Kit $25 

Disk  Case  (Holds  10)  .$4 
Disk  Case  (Holds  50)  $12 
Disk  Drive  Cleaner  .  .  .  $9 
Dust  Covers 

(All  Models) $6 

Full  Stroke  Replacement 

Keyboard  lor  Atari 

400 $59 

indusGTDisk  Drive  .Call 
MPPIOOO  Microbits 

Modem $125 

MPP1150  Microbits 

Printer  Interface  .   $69 
Microbits  64K  for 

600XL $97 

Mosaic  32K $39 

Mosaic  48K Call 

Mosaic  64K Call 

Bana  1000  w/DOS  .  .Call 
Sakata  12  "Green.  .  Call 
Sakata  13"  Color 

Monitor   $239 

Verbatim  SS.DD.  .$19Bx 

Wico  Boss $12 

WicoBat  Handle. .  .  .$19 
Wico  Three  Way  .  .  .  $23 
Wico  Trackball $29 


P.O.  Box  278  —  Dept.  AT  •  Wildwood,  PA  15091 


Ordartng  and  Terms:  Orders  with  cashier  check  or  money  order  shipped  Immediately.  Personal/company 
checks,  allow  3  weeks  clearance.  No  C.O.D.'s.  VISA/MASTERCARD  accepted  with  no  additional  charge  for 
orders  shipped  to  continental  U.S.A.  Shipping:  Continental  U.S.A.  —  Orders  under  $100  add  $3  free  ship- 
ping on  orders  over  $100.  PA  residents  add  6%  sales  tax  AK,  HI,  FPO-APO  —  add  $5  on  all  orders. 
International  —  add  $15  or  15%  of  order  whichever  is  greatest.  Defective  merchandise  will  be  replaced  with 
same  merchandise  —  NO  CREDITS!  Return  must  have  authorization  number  (412)  361  -6291 .  Prices  subject 
to  change  without  notice. 


The  vertical  "relaxation  scale"  ranges 
from  0  to  500,  of  which  you  can  see 
150  points  at  a  time.  You  start  at  the 
top  end  of  the  scale  (350-500),  and 
use  the  sliding  controls  to  adjust  your 
trace  to  the  arbitrary  beginning  point 
of  450. 

When  your  trace  reaches  the  bot- 
tom of  the  visible  part  of  the  scale, 
you  must  momentarily  stop  and 
switch  to  the  lower  range.  I've  found 
it  surprisingly  easy  to  get  below  350, 
but  it  takes  practice  to  progress  from 
there.  If  you  have  difficulty  obtaining 
a  smooth  trace,  there  are  keyboard 
command  adjustments  to  average  out 
the  readings  and  to  take  fewer  read- 
ings per  unit  of  time. 

The  second  program.  Kaleido- 
scope, provides  a  beautiful  visual  re- 
laxation aid  as  it  measures  your  rela- 
tive relaxation.  As  you  relax,  colorful 
changing  patterns  split  horizontally 
and  scroll  up  and  down  while  more 
appear.  If  you  tense  up,  the  process 
reverses. 

The  third  program,  Balloon  Game, 
is  a  colorful  Frogger-type  game  that 
rewards  not  only  the  ability  to  relax 
but  also  the  ability  to  switch  quickly 
back  and  forth  between  states  of 
tenseness  and  relaxation.  Your  "trace" 
is  replaced  by  a  balloon  floating  up 
and  down  in  back-and-forth  cross- 
currents which  carry  "good"  bubbles 
(catch  them)  and  "bad"  spikes  (avoid 
them). 

Balloon  Game  suggests  interesting 
possibilities  for  Relax,  particularly  for 
the  handicapped.  Those  who  are 
without  the  use  of  their  limbs  may  be 
able  to  use  it  for  sophisticated  control 
of  complex  programs. 

The  Relax  workbook,  which  wasn't 
ready  at  review  time,  will  supplement 
Relax  programs  with  exercises  and 
suggestions  for  using  the  system 
effectively. 

Relax  provides  a  valuable  service  by 

giving  us  visible  feedback  on  the  state 

of  tension  in  our  muscles,  but  it's  up 

continued  on  page  84 
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FOR  BUSINESS     Jll    ^COMPUTER 

OR  PLEASURE . . .  iS^r  LA 


Version  1.4 
From 
Royal 
Software 

48 K  Disk 


PAIACE 


WE  KNOW 
ATARI! 


MUCH  MORE  THAN  A  MAILING  LIST! 


Super  Mailer  Plus  is  a  versatile  mini-data  base  ttiat  is  ideal  for  business  or  home.  Its 
many  user-friendly  features  include:  Multiple  Searcties  on  Any  Field,  Special  Code 
Field ,  Single  or  Double  Density  (specify).  Store  Up  to  1 1 00  Records  Per  Disk  (DD).  Sup- 
ports Up  to  4  Drives.  Create  Sub-Files,  Auto  or  Manual  Delete  of  Duplicates.  Print  La- 
bels 1,  2,  or  3  Across,  Print  File  Copy  in  Any  Format,  Sorts  on  Any  Field,  Built-in  State 
Abbreviation  Table,  Built-in  Printer  Driver  For  Easy  Set  Up,  More 


Disk 

Management 
Data  Base 

$24.95       ^^ 

From  Royal  Software,  32K  Disk 

Organize  and  categorize  your  disk  files 
with  this  easy  to  use  database.  It  fea- 
tures super-fast  Searches  and  Sorts, 
and  will  print  File  Copies  and  Disk 
Labels,  The  program  supports  2  Drives. 
The  more  you  use  your  computer . . . 
the  more  you  will  enjoy  the  DISKEEPER! 


EPSON 
Compatible 

0£99       ^^^;^  PRINTER 

Features  unique  "square  dot"  print  head 
with  the  best  print  quality  for  the  money 
80  GPS,  bi-directional  and  Epson  com 
patible.  Plain  or  Pin-fed  paper. 


AXIOM 

GP-550AT 


$299. 


M»S!?SSSES 


Direct-connect  to  any  Atari  computer 
without  any  interface!  Features  a  "near 
letter  quality"  print  mode,  bi-directional 
printing,  graphics  capability  and 
Plain  and  Pin-fed  paper.    


$149 


FROM 
MICROBITS 


64K  of  print  buffer  that  will  work  with  any 
computer  including  Atari.  Reset  button, 
multiple-copy  repeat  function,  auto  diag- 
nostics, self-test. 


THE 

DISK 

BANK 

$15.95 

Stores  up  to  50  disks.  Features  smoked 
gray  cover  with  snap-lock,  dividers,  and 
built-in  carrying  handle. 


i  You  may  buy  any  one  of  these  $9.95  specials  for  only  99$  with  a  purchase  of 
S50  or  more  from  our  over  3000-ilem  inventory,  or  buy  any  three  at  $9.95  each 
and  get  the  fourth  for  only  99t.  Offer  Valid  9/1/84  to  11/30/84.  (Limlled  Quantities, 

give  2nd  ctioices.  Specify  computer  model 
$9.95  SPECIALS  when  ordering.) 

Protectorll(T)  Preppied) 

ClaimJumper(D)  Chicken(D)  Pathfinder  (D) 

Shamus(D)  Ctiicken(T)  Meteor  Storm  (D) 

TliraxLair(T)  Malcti  Racer  (D)  Cyborg  (D) 

Ptiaraoti's  Pyramid  (T)    Matcti  Racer  (T)  Wizard  of  Wor(D) 

Frogger(D)  Moonbaseia(T)  Deluxe  Invaders  (D) 

Frogger(T)  Boulders  &  Bombs  (C)      Vocabulary  BIdr  1  (T) 

Repton(O)  Mountain  King  (C)  Vocabulary  BIdr  2  (D| 

Vi/ayout(D)  Kid  Grid  (T)  SammytheSeaserpt(T) 

MISCELLANEOUS  SPECIALS  ^^,^^^,„^^^^^^,,,  ,795 

32K  Axlon  RAM   $44.90         poc  400  (C)         14  95 

Wizard  of  Wor  (C)   ,,  ,      17.95         Progger  (C)    14.95 


FREE 
CATALOG 

wrtti  any  order      or  send  $1 
(refundal:4e  witn  first  purchase) 

This  is  the  most 

comprehensive 

Atari  reference 

catalog  avallablel 

It  contains  over 

3000  software  4  hardware 

listings  with  illustrations 

and  descriptions! 

IF  YOU  DON'T  HAVE  OUR 
CATALOG...  YOU'RE 
MISSING  OUT! 


ATARI  REPAIR  PARTS 

Joystick  PC  board    . . . 

Joystick  cord     

Joystick  inner  handle  . 

13-Pin  I/O  Plug    

6  ft,  I/O  Cord  

Printer  Cable    

Monitor  Cable    


.  $  2.49 
2.95 
1.49 
.  9.95 
.  19.95 
.  29.95 
.    14.95 


'»*«-«*** 


The 

Ultimate 

Screen 

Dump 

Program 

This  powerful  and  easy-to-use  utility  will 
allow  you  to  dump  almost  any  Atari  text 
or  graphics  screen  to  your  printer  (even 
while  the  program  is  running!) 

48K  Disk 

For  All  Computers 


$26.95 


MICROBITS 
MPP-1000C 

$149 
MODEM 

The  absolute  best  value  in  a  modem.  Fea- 
tures Auto-answer,  Auto-dial,  Direct-con- 
nect to  phone  line.  No  interface  required 
(connects  to  joy  port),  works  with  all  Atari 
computers.  Includes  smart  terminal  soft- 
ware on  cartridge. 


EXODUS: 

ULTIMA 


^m^S^S  48 K  Disk   $39.95 


A  Super  Value  for  the  newest  in  the  Ultima 
Series. 


RCP 

DRIVE 

STACKER 

Only 
$19.95 

This  attractive  smoked-acrylic  stand  allows 
you  to  stack  2  Indus  GT  Drives  for  conven- 
ient operation  (also  fits  the  RANA 1 000  and 
Concorde  drives),  or  use  as  stand  for 
modem,  telephone,  disk  file,  etc. 


Protect  Your 
Equipment! 

DUST 
COVERS 

Available  For:  ATARI  400.  800,  600XL, 
800XL,  1200XL,  410,  810.  1050,  1025, 
1027   EPSON  FX-80,  RX-80.  f«1X-80, 
GEMINI  10X,  PROWRITER  8510, 
PERCOIVl,  RANA  1000,  INDUS  GT. 
Additional  Covers 
Ordered  at  Same  Time 


Only  $8.95 

EACH 


ONLY 


$7.95  each 


DRIVES— DRIVES— DRIVES 

TRAKAT-D2  (DD,  Ptr. ,  Port)    S398 

TRAKAT-D4(DD/DS,Rr.  Port)  529 

TRAK352(DD/DS)     329 

TRAK  CHAMP  (DD)    339 

TRAKAT-SI(DDSIave)    289 

ATARI  1050(lVzD)    Call 

RANAIOOO(DD)    349 

PERCOM  8B-S1 PD  (DD,  Ptr.  Port)   369 

RCP  810  Drive  (SSSD)   285 

PLUS  FRT. 


«^       Buy  any  drive  and  receive  a     njX 
'  S50,D0  Gift  Certidcale  > 

(Redeemable  after  Dec,  25,  1984) 
_Olfer  valid  10/1/84  to  12/31/1 


INDUS  GT 
$398  +  FRi^ 


This  is  our  best  selling  drive.  It  offers 
double  density,  is  quiet  and  reliable,  and 
comes  with  Free  Software  (Word  Proc. 
Spreadsheet,  Database).  Includes  DOS-XL. 
One-Year  Warranty. 


COMPUTER^) 
PALACE  ^^ 


OPEfJ  l^-F,  9-6  Sat.  10-4  (Pacific  Time) 

2160  W,  lltfi  Avenue  Eugene,  Oregon  97402 


USE  YOUR  CREDIT  CARD  &  CALL 

Toll  Free  1-800-452-8013 
•  ORDERS  ONLY,  PLEASE  • 

There's  never  a  penally  for  using  your  credit  card! 
For  Information,  Call  (503)  683-5361 


SHIPPING  INFO:  Minimum  $2.90  Ground,  $4  75  Air.  Actual 
Cost  depends  on  weight.  Cali  (503)  683-5361  for  information. 
WARRANTY  INFO:  Everything  that  we  sell  is  warrantied  by 
the  manufacturer.  If  any  rtem  purchased  from  us  fails  to  per- 
form properly  when  you  receive  it,  call  us  at  (503)  683-5361 
so  that  we  can  assist  you.  No  returned  merchandise  accepted 
without  authorization  Defective  software  will  be  replaced 
with  another  copy  of  the  same  program,  otherwise,  no  soft- 
ware is  returnable 


product  reviews 


to  us  what  we  do  with  that  informa- 
tion. However,  the  new  availability  of 
bio-feedback  programs  for  the  home 
computer  opens  up  many  fascinating 
possibilities. 

MONTEZUMA'S 
REVENGE  BB^ 

Parker  Brothers 
50  Dunham  Rd. 
Beverly,  MA  01915 
(617)  927-7600 
approx.  S30,  48K— disk 

Reviewed  by  David  Duberman 

Parker  Brothers'  latest  arcade  conver- 
sion, Montezuma's  Revenge  is  a 

graphic  action  game  par  excellence. 
It's  now  available  for  Atari  computers 
on  XL-compatible  48K  disk. 

You're  Panama  Joe,  an  explorer  lost 
in  the  depths  of  the  Mexican  em- 
peror's fortress.  The  countless  rooms 
of  the  fortress  may  each  contain 


jewels,  weapons,  and  other  valuable 
objects.  The  rooms  also  hold  enemies 
that  you  jump  over  or  duck — rolling 
or  bouncing  skulls  and  crawling 
spiders,  plus  non-moving  snakes. 

The  variety  of  rooms  seems  almost 
endless.  Many  rooms  contain  moving 
surfaces  that  dump  you  unceremoni- 
ously into  flaming  lava  pits  if  you're 
not  agile,  causing  you  to  disappear  in 
a  puff  of  smoke.  There  are  ladders  for 
moving  vertically  and  chains  for 
climbing  or  jumping  about.  And 
watch  out  for  the  laser  gates! 

Rooms  contain  objects  that  you 
must  pick  up  in  order  to  progress 
through  the  game.  Most  important  are 
keys,  which  come  in  three  colors.  If 
you  encounter  a  door  without  posses- 
sing the  proper  color  key,  you  cannot 
pass.  Pick  up  jewels  for  extra  points. 
Earning  lots  of  points  gives  you  extra 
lives.  Possession  of  a  sword  lets  you 
vanquish  the  next  enemy  you  touch, 
whereupon  you  lose  the  sword.  If  you 


find  a  hammer,  you're  invuhierable  to 
skulls  and  spiders  for  the  next  five 
seconds  or  so. 

There's  only  one  (extremely  inac- 
cessible) torch  at  each  play  level,  but 
you  must  get  it  in  order  to  explore  the 
lower  depths.  The  rooms  here  are 
dark,  and  it  is  possible  to  explore 
them  without  a  light,  but  very  risky. 

You'll  know  when  you  reach  the 
emperor's  treasure  room,  the  final 
room  in  each  level  of  play.  The  room 
is  filled  with  chains  and  jewels  and 
glows  with  an  eerie  light.  The  only 
ways  to  move  about  are  by  jumping 
or  climbing  from  chain  to  chain. 

You  can  start  at  any  of  the  first  three 
of  the  nine  levels  of  play.  Each  higher 
level  features  more  and  faster  enemies, 
and  more  dark  rooms.  If  you  lose 


The  variety  of  rooms 
seems  almost  endless. 


CITYWRITER 

CityWriter  is  a  word  processing 
program  aimed  at  beginning  com- 
puter users.  All  commands  are  imme- 
diately accessible  via  Atari's  special 
keys — Option,  Select,  and  Start.  The 
list  of  currently  available  commands 
always  appears  in  a  window  at  the 
bottom  of  the  screen.  At  the  start  of 
the  program,  you  can  simply  press 
[START]  and  begin  to  type  in  Enter 
mode. 

Edit  mode  lets  you  move  through 
the  document  by  character,  by  line, 
or  by  page,  search  and  replace,  and 
type  over  existing  text.  Unfortu- 
nately, to  insert  a  passage  you  must 
type  it  at  the  end  of  the  document 
and  then  use  the  text  move  function 
to  place  it  conectly. 

From  the  File  sub-menu,  you  can 
see  the  disk  directoty,  load  a  file 
either  by  adding  it  to  or  replacing 
text  currently  in  memory,  save,  erase 
or  rename  a  file,  and  format  a  disk. 
Finally,  Print  mode  lets  you  format 


your  hard  copy,  including  page 
width  and  length,  m;irgin  width, 
beginning  page  number  ut  top  or 
bottom,  single  or  double-spaced,  and 
right  justification.  There  are  no  built- 
in  printer  control  functions  for 
underlining,  boldface,  etc.  However, 
you  get  instructions  for  creating  a 
printer  control  disk  file  that  lets  you 
use  these  features  if  your  printer  has 
them. 

One  major  criticism  is  that  the 
Atari  keyclick  isn't  disabled.  This 
sound  can  be  quite  annoying  to 
those  in  the  typist's  immediate 
surroundings.  Also  there  isn't  much 
room  for  text— only  six  pages  can  be 
held  at  one  time  in  a  48K  Atari's 
liAM.  For  beginners,  though,  this 
program  will  probably  satisfy  most 
needs. 

S39,95  from  Software  City,  Dept,  A, 
141S  Queen  Anne  Road,  Teaneck,  Nj 
07666,  Phone  toll-free  1-800-421- 
5300  Ext.  R264  or  (201)  833-8510, 


while  playing  on  the  first  level,  you're 
allowed  to  start  the  next  game  in  the 
same  room  in  which  you  died — once 
only. 

The  next  time  you  die,  you  must 
start  over  from  the  beginning.  This 
can  be  frustrating  if  you  keep  getting 
killed  just  before  you  finish  a  level.  It 
would  be  good  to  have  the  save  game 
option  that's  standard  on  most  text 
adventure  and  fantasy  role-playing 
games.  One  nice  feature  eliminates 
time  limits  from  the  game,  allowing 
you  to  work  out  a  strategy  for  getting 
through  a  room  without  pressure. 
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new  products 


1\W 


GUMBALL  I 

(game) 

Broderbund  Software 

17  Paul  Dr. 

San  Rafael,  CA  94903 

(415)  479-1170 

48K  —  disk 

«29.95 

This  new  action  arcade  game  places 
you  in  the  Sticky  Sole  Gumball  Factory 
where  you  must  sort  gumballs  while 
avoiding  the  antics  of  your  zealous 
supervisor.  The  game  includes  quotas, 
possibilities  for  promotion  and  a  color- 
ful cartoon. 
SCREENSKOOTER 
(hardware) 
NFC  PHoto  Division 
1238  Chestnut  St. 
Newton  Upper  Falls,  MA  02164 
(617)  969-3487 
S  169.00 


The  Screenshooter  system  gives  you  a 
simple  way  to  take  photographs  of 
your  video  display.  It  includes  a  hood 
that  fits  over  your  monitor,  special 
lenses,  a  Polaroid  One  Step  600  camera 
with  bracket,  and  second  bracket  that 
holds  35mm  SLR  cameras. 
CRITICAL  CONNECTION  ■■■ 
XL  VERSION 

(Atari-to-CP/M  interface) 

USS  Enterprises 

6708  Landerwood  Lane 

San  Jose,  CA  95120 

(408)  997-0264 

,S175 

This  15-foot  cable  and  software 
package  connects  the  serial  port  of 
popular  CP/M  machines  to  the  Atari 
disk/printer  port.  According  to 
preliminar)'  information,  an  Atari  XL 
computer  can  be  used  with  the  disk 
drives,  printer  and  keyboard  of  a 
system  rimning  CP/M. 


Return  the  fai'or.  When  you  call  a 
tnanufacturer  or  supplier  about  a 
product  you  've  seen  advertised  or 
otherwise  mentioned  in  ANTIC, 
please  tell  them  so.  This  will  help  us 
to  continue  to  bring  you  the  latest 
information  about  products  that 
wilt  make  your  Atari  computer  an 
ei'en  more  valuable  investment  in 
the  future  —ANTIC  ED 


THE  DOLPHIN'S  PEARL  I 
MIDDLE  OF  THE  ROAD  LIZARD 
DAY 

(software) 

Reston  Computer  Group 

11480  Sunset  Hills  Rd. 

Reston,  VA  22090 

(800)  336-0338 

Each  game:  48K  —  disk  and  joystick 

S29.95 

Each  game  puts  you  in  the  role  of  a 
creature  (dolphin,  lizard  or  player  drift- 
ing above  the  earth)  who  must  fiice  in- 
creasing levels  of  obstacles  at  sfciges  of 
life.  There  are  goals  in  each  game,  as 
well  as  lessons  and  insights.  For  in- 
stance, in  the  Dolphin's  Pearl  you  start 
as  a  dolphin  who  must  learn  to  swim, 
leap,  and  explore  the  unseen  with 
sound.  Eventually,  you  attempt  to  find 
the  secret  place  that  holds  the 
Dolphin's  Pearl,  while  avoiding 
hunters,  harpoons,  and  deadly  sea 
creatures. 


THE  INCREDIBLE 
LABORATORY 

(education) 

Sunburst  Communications  Inc. 

39  Washington  Ave. 

Pleasantville,  NY  10570 

(914)  769-5030 

48K  —  disk 

$39.95 

A  problem-solving  program  for  ages  11 
and  up,  The  Incredible  Laboratory  re- 
quires kids  to  use  trial  and  error  and 
note-taking  to  discover  how  chemicals 
combine  to  create  colorful  and  unusual 
monsters,  according  to  the 
manufacturers. 


MICROPRINT 

(hardware) 

Microbits  Peripheral  Products 

225  Third  Ave,  SW 

Albany,  OR  97321 

(503)  967-9075 

«79.95 

MPP  claims  the  MicroPrint,  a  printer 
interface  for  all  Atari  computers, 
replaces  the  850  interface.  It  comes 
with  a  two  year  warranty  and  a  four- 
foot  cable  with  Centronics  plug. 
MicroPrint  should  be  compatible  with 
Epson,  NEC,  and  Prowriter,  among 
other  printers. 


XL  BOSS  V1 .01 

(operating  system) 

Allen  Macroware 

P.O.  Box  2205 

Redondo  Beach,  CA  90278 

(213)  376-4105 

800/600XL  Version  —  «79.95 

1200XL  Version  —  $89-95 

The  XL  Boss  is  claimed  to  be  a 
replacement  operating  system  for  Atari 
XL  computers,  offering  built-in  BASIC 
with  a  key  stroke,  access  to  4K  of 
extra  RAM,  pushbutton  coldstarts,  and 
instant  compatibility  (without  the 
Translator  disk)  with  programs  such  as 
Letter  Perfect,  File  Manager  800  + ,  Text 
Wizard  and  many  games  not  previous- 
ly compatible  with  the  XL  line. 

New  Products  notices  are  compiled  by  the 
Antic  staff  from  information  provided  by 
the  products'  manufacturers.  Antic  wel- 
comes such  submissions,  but  assumes  no 
responsibility  for  the  accuracy  of  these 
notices  or  the  performance  of  the  prod- 
ucts listed.  n 
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600XL  64K  EXPANSION 

•  Upgrades  the  600XL  to  64K  of  RAM 
»   Compatible  with  Translator  disk 

»   Will  not  interfere  with  program  cartridges 
►   Automatically  utilized  by  BASIC 

•  Ultra  compact  — -  extends  only  ^4"  behind 
the  computer 

'   In  stock  for  immediate  delivery  — 
Model  AM64  $119.95 

Tape  interfaces 

starting  from  $19.95 

Write  for  details 

Order  By  Phone  —  Any  Time 

800-227-1617  TOLL  FREE 

In  California  800-772-3545  - 

Please  ask  for  extension  595-A 

(ORDERS  ONLY  PLEASE!) 

(206)  771-6883 

inquiries  after  4  p.m.  PST 


RC  Systems,  Inc. 

121  W.  Winesap  Rd. 
Bothell.  WA  98012 


VISA 


m 


RAM  for  ATARI* 

Tiny  Tek,  Inc.  Memory  Boards  are  fully 

assembled,  tested,  and  guaranteed. 

48K/52K  Memory  Board 

$8M6 

For  ATARI-  400 

52K  Addressable  Memory 

Easy  to  Install 

32K  Memory  Board 

$54.95 

For  ATARI-  400  or  800 

16K  Memory  Board 

$39.95 

For  ATARI-  800 

BUILD  YOUR  OWN  MEMORY 

48K/52K  Board  (No  Comp.) 

$3000 

32K  Board  (No  Comp.) 

$20jD0 

ISK  Board  (No  Comp.) 

$  9jao 

4aK/52K  Complete  Kit 

$75i)0 

32K  Complete  Kit 

$4&00 

16K  Complete  KH 

$30i)0 

Add  $2  Sfiipping  &  Handling 

Visa  &  MasterCard  Accepted 

-ATARI  is  a  trademark  of  Atari,  Inc, 

Dealer  Inquiries  Welcome 

Tiny  Tek,  Inc. 

Route  1,  Box  795 

Quintan,  TX  75474 

214-447-3025 

IN  STOCK 


FREE  SHIPPING 

INDUS  GT $359 

TDK5y4"  SS/DD  (10)  . .  $22.50 

AMDEK 

AMDC  I    $475 

AMDC  II $625 

5V4"  Slave  Drive 

For  AMDEK $229 

Texas  add  4% 

STEWART  ELECTRONICS 

P.O.  BOX  155 
MULLIN,  TEXAS  76864 


16K 

CASSETTE 

(or  24K  Disl^elle) 

Graphics  Adventure 
EKYUS 

100%  Mochine  Longuoge 

Explore  planets  in  youf  quest  to 

save  o  Kingdom 

For  oil  Atofi  Home  Computers 

$14.95 

Includes  first  closs  postage  G  NC  tax 

—Specify  cassette  Of  disk— 

Kleiri  Keller  Software 

P.O   Dox  0021 

Chopel  Hill,  NC    27515-0021 

Medio  guoronteed  00  days  f'om  purchose 

Afterword,  odd  SO  00  replocement  fee. 


THOUGHT  &  SPEECH  RECOGNITION 

CAN  SE  YOUR  EXPEHILNCE.  INSTANTLY  m 

JUST  DlRECILYCONNtCT  THE  FA2LK  INTO  YOUH  JUYPOH  1 

EASY  AS  IMAT  '"      TRY  IT 

fAZh  INTO  YOUR  COMPUTER  WITH  OUR  NEW.  AMAZING 

PERIPHERAL    YOU'LL  BE  BLOWN  AWAY  11! 

AVAILABLE  FOR  ALL  THE  ATARI  COMPUTERS, 

COMMODORE  M,  VIC  20.  AND  OTHERS. 

SPEECH  PACKAGE  $89  95 

THOUGHT  PACKAGt  $1  iy.95 

8R00KTR0NIX 

41}£>  MAIN  STHttT   LAUREL.  MD     20707 
130117922330.   POI|  9637373 
(800-752-8348) 


NEW  FOR  ATARI  400/800/XL 


PASSWORD  ADVENTURE 


Explore  a  magic  forest,  visit  dark  caverns,  col- 
lect valuables,  deal  with  shady  characters, 
enter  houses  and  shacl<s.  open  locked  chests, 
dig  for  clues.  .  .  and  solve  a  new  mystery  in  a 
different  forest  each  game!  Random  gener- 
ation. All  text.  $19.95 


RETRIEVER  DATA  BASE 


Featuring  user-customized  records,  fast  sort  in 
all  fields,  key-word  and  list  searches,  screen 
and  printer  outputs  with  field  selection,  and 
easy  Add/Amend/Delete  functions.  Ideal  for 
stamp  or  book  collections,  address  lists,  etc. 
Adapts  to  RAIvl  size  on  board.  $19.95 

Bolh  programs  available  in  32K  disl<  and  16K  cassette  version 
(specify)     Ctieque,    VISA,    MC     Dealer    discounts    available 

INTER-8 

502-285  Loretta  Ave.  South 

Ottawa,  Ontario  K1S  5A5,  Canada 


DISK  BREAKS? 

Fast,  Reliable  Repair 

for  Atari  810  &  1050 

Disk  Drives 

■  3  Day  Turnaround 

■  90  Day  Warranty 

■  $85  Flat  Rate  with 
Repairable  Exchange 

Dealers — Special  Rates  Available 
Ask  about  Express  Expedite 

MPS 

The  Disk  Drive  Specialists 

(916)  786-6550 

Add  $10  shipping  &  handling. 
Check,  MO,  Visa,  MC 


ATTENTION  GAMERS! 
ROME  AND  THE  BARBARIANS  is  a  fast- 
pased  nnilltary  simulation  of  the  western 
Roman  Empire's  struggle  for  survival  in 
the  5th  century  A.D.  this  sophisticated 
strategy  game  demands  that  you,  as  the 
supreme  military  commander,  exercise  a 
combination  of  military  prowess  and 
clever  financial  management.  Quicl<  and 
exacting  decisions  are  required  to  com- 
bat the  continuously  scheming  barbarians 
who  ruthlessly  attacl<  your  cities.  A  scrol- 
ling map  of  Europe  displays  the  multiple 
battles  in  which  yourtroops  are  engaged. 
The  action  is  ligtitning  fast!  $34.95 
NAPOLEON  AT  WATERLOO  is  a  histori- 
cally accurate  wargame,  but  with  an  easy 
to  learn  command  system  that  maizes  it 
fun  to  play!  $34.95 

Available  on  disk  or  cassette  for  ATARI 
computers  with  32K  RAM  and  joysticl^. 
Kansas  residents  please  add  $1 .75  tax. 

KRENTEK  SOFTWARE 

P.O,  Box  3372 

Kansas  City,  KS  66103 

(913)362-9267 


•  Convenient 

'  Saves  Time 

•  Fits  All  Models 

'  Improves  Accuracy 

•  29  Easy-to-Apply  Symbols 
to  Label  Each  Graphics  Key 

Mylar-Coated  for  Long  Durability 

In  Stock  Now  —  Shipped  Within  24  Hours 

100%  Money  Bad<  Guarantee! 

TO  ORDER  send  $5.95  check  or  money  order 

(Texas  residents  add  5%  sales  tax)  to; 

DOVESTAR  CREATIVE  CONCEPTS 

P.O.  Box  2109,  Dept,1084,  Nederland,  Texas  77627 

(409)  727-5978  (No  collects  calls,  please) 

DEALER  INQUIRIES  RECOMMENDED! 

Atari  TM  of  Atari.  Inc. 


GIVE  YOUR  COMPUTER  A  SET  TODAY! 


INDUS  GT 

$335.00 

THE  BEST  DISC  DRIVE  -  THE  BEST  PRICE 


ATARI'^    800XL  Computer  $229.95 

APE  FACE  Printer  interface  $65.00 

RANA  1000  New!  Disc  Drive  w/DOS  $299.95 
BASF  SS/DD  Discs  -  Box/10  $19.95 

OSS  DOSXL  2.30  &  Reference  Manual    -$29.95 


No  sales  tax  outside  New  York 

Shipping  charges  add  $2-$5  per  order 

Ask  for  FREE  price  sheet  of 

Atari, software, and  accessories 


(518)  664-4966 

3  r^  &  c.o.D 


ABP,  Ltd. 

Box  109 
Mechanicville,  NY  12118 


The  Online  Catalog  of  Computers  and  Software 

Our  Prices  are  WHOLESALE  +  10% 

Samples!!! 
ATARI  850  INTERFACE  —  $220 

Compucat  —  $163 
RANA  1000  DISK  DRIVE  —  $449 

Compucat  —  $308 
INDUS  GT  DISK  DRIVE  —  $449 

Compucat  —  $325 

We  support  ttie  complete  ATARI  and  COMMODORE 
product  lines.  Ask  (or  our  free  price  list. 

(408)  353-1836 

Instant  shipping  (or  as  fast  as  we  can).  Mastercard  & 
Visa  accepted  (no  extra  ctiarge).  Shiipping  &  handting 
add  5%,  California  customers  add  6.5%  sales  tax.  Order 
by  phone  (Mon.  -  Fri,  10  am  -  5  pm  PST),  Order  by 
modem  (daily  6  pm  -  9  am)  from  our  online 
TeleCatalog. 
Prices  subject  to  change  without  notice. 

COMPUCAT 

24500  Glenwood  Hwy.,  Los  Gates.  CA  95030 


HOUSE 

A  SIMULATION 
OF  HOME  HEATING 
AND  COOLING 


STATE-OF-THE-ART,  MENU-        IDRIVEN,  LARGE 
SCALE   MATHEMATICAL  MODEL  OF  ENERGY  USE 
AND  DOLLAR  COSTS  IN  A  PRIVATE  HOME.  NOT  A 
GAME.  CAN  BE  USED  AS-IS,  OR  CUSTOMIZED  WITH 
TEMPERATURE  MEASUREMENTS  TO  DESCRIBE  YOUR 
INDIVIDUAL  HOUSE  AND  LOCATION.      PRINTED, 
VIDEO,  AND  SOUND  OUTPUTS.  $A9.95  (CA  RESI- 
DENTS ADD  $3.00  TAX).  CAN  PAY  FOR  ITSELF  BY 
TESTING  COST  EFFECTIVESS  OF  ADDING   INSULA- 
TION, STORM  WINDOWS,  INDOOR  SPA,  GREENHOUSE 
WEATHERSTRIPPING,  SOLAR  COLLECTORS,  AND 
EXHAUST  FAN.  DETAILED  MANUAL. 

HOME  ENERGY  SOFTWARE 
1431  HENRIETTA  ST. 
REDLANDS,  CA    92373 
NMd48X  ,  BASIC,  disk,  and  printer 


Attention  Atari  810  owners 

THE  "CHIP" 

with  Archiver/Editor  Software  810 

Automatic  Disl<  Backup 

$99.95  Post  Paid 

Available  soon  for  1050  and 

Percom  Drives 

HAPPY  810 
ENHANCEMENT 

$199.95  Post  Paid 
Includes  Warp  Drive  Package 

ARCHIVER/EDITOR 

"HAPPY  VERSION" 

Runs  on  Disk  Drives  with  Happy  810 

Enhancement;  makes  Happy  Drives 

compatible  with  The  "Chip" 

$39.95  Post  Paid 
Call  or  write  for  free  brochure 

Southern  Software 

A  division  of  Southern  Supply  Co. 

1879  Ruffner  Road, 

Birmingham,  Alabama  35210 

Phone  205-956-0986 

Prices  subjea  to  change  without  notice. 


STORE  UP  TO  96  K 


Twelve  8K  Or  Six  16K  Blocks 
Softwai^  Switched 


0^\^o^»'°'"' 


Stored  programs  run  at  ROM  speed. 
Programs  at  8K  bytes  /  minute. 

ttases^'"  ijphq^xl  with  disk  software,  instruction 

book  and  Textool  Zif  Socket   .  .  99.50 

SIX  PACK  Specify  I  or  II    ....  34.95 

SIX  PACK  With  1  socket  ZIF  .  .  41.95 
AMBI-XL  Expander  cartirdge 

Restores  right  slot  on  XL's  .  .  .  24.95 

DATABASE    34.95 

DEALER    Eproms  not  included  #2764  .  .  12.00 

INQUIRIES  ADD  $2.50  Shipping  &  Handling 

WELCOME  AZ  Residents  ADD  6%  tax 

W/ILLinGCQ    __^^^^.^_ 


4401  S.  Juniper  •  Tempe,  AZ  85282  •  (602)  838-1277 


Stock   Market  Timing  Tools 
for 
Atari  800   with    48K   Disk    Drive 


indicates 

Performance    Comparisons 
Uptrends    and    Downtrends 
2   variable    moving  averages 
Overbought  and  Oversold  Readings 

AND    MORE 
Not  a  Game  under    S30.°° 

for  free  info,  write  to; 

M.A.R.K.  Sn/er^ied 

P.O.  BOX  83007 

LOS  ANGELES,  CA  90083 


COMPUTER 

MAGAZINE 

PROGRAMS 

TYPED 

AND  MAILED  ON  DISK 


The  Best  For  Less 


Including  disk  and  postage 
WE  TYPE  FOR: 

C64  *  ATARI  •  APPLE 


We  are  a  typing  service.  Price  includes  all 
the  programs  from  3  top  magazines  for 
your  computer.  Programs  are  typed,  run 
tested,  and  mailed  to  you  on  disk  as  soon 
as  possible  each  month. 


AMTYPE  CORPORATION 

7  DAYS  TOLL  FREE 

1  (800)  521-3200 


INDUS  GT  -  $349.95 
RANA  1000  -  $299.95 


—GUARANTEED  LOWEST  PRICES- 
APE  FACE $59.95 

LEGEND  DOT  MATRIX  PRINTER  ,  $249.95 
ABATI  LETTER  QUALITY  PRINTER$399.95 

TRAK  AT-D2 $389.95 

VOLKSMODEM $69.95 

HAYES  SMART  MODEM  300,  .    $209.95 

SYNCALC $49.95 

SYNFILE $49.95 

MILES  PAYROLL $109.95 

Please  add  52,50  snipping  (54  50  outside  USA) 
California  residents  add  6%, 


COMPUTER  GAMES  + 

BOX  6144 
ORANGE  CA  92667 
(714)  639-8189       ' 
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^24^ 

THOUR'^ 

^SHIPPING^ 


ATARI™  USERS 

WE  SPECIALIZE  IN  BACKUP  HARDWARE  AND  SOFTWARE 

'We  are  the  Backup  Experts" 


r24l 

^HOURl 

rSHIPPING^ 


COPY  ANY  ATARI'"  CARTRIDGE 

CART  CLONE^" 

A  MUST  FOR  ALL  ATARI'"  USERS 
CART  CLONE  will  backup  and  transler 
any  8  or  16K  cartridge  to  disk  or  tape 
The  contents  of  the  cartridge  will 
become  a  liie  which  you  can  transler, 
rename  or  delete  They  will  execute 
from  DOS-  No  need  to  run  a  special 
menu  or  program  to  run  these  files 

(A)  Will  tt  copy  any  cattridge'^ 
The  answer  is  YES. 

(B)  What  will  I  get? 

The  answer  is  a  cartridge  con  tam- 
ing the  hardware  required  and  a 
disk  with  the  doner  software  m  a 
powerful  machine  language  pro- 
gram. 

We  are  running  an  Introductory  Sale 
for  a  limited  lime.  You  can  get  CART 
CLONE'"  with  software  tor 


»59 


95 


f  2.50  Shipping 

This  price  could  increase  m  the  future, 
inquiries  are  welcome. 


Dealer 


CART  CLONE'"  goes  in  the  left  cart- 
ridge slot  enabling  it  lo  work  in  all 
ATARI'"  Home  Computers  including 
tfie  XL  series 


ALL  FUNDS  must 
be  in  US  Dollars. 


COPY  ANY  ATARI'"  DISK 

The  HAPPY  810  &  1050 
ENHANCEMENT  KIT 

With  WARP  SPEED  Software 

The  HAPPY  ENHANCEMENT  KIT  is 
guaranteed  for  five  years  lo  copy  any 
ATARI'"  Disk.  Gomes  with  Sector 
Copier  and  The  Compactor  and  more 
software.  Tfie  Compactor  will  turn 
your  auto  boot  whole  disks  into  files. 
The  transfer  of  data  between  the 
corn puler  and  disk  is  greatly  increased. 
Disk  drive  wear  is  decreased.  This  is  a 
plug-in  kit  No  need  to  solder  or  cut. 
Easy  installation. 

We  have  LARGE  STOCK  ready  for  24 
Hour  shipping. 

CALL  FOR  PRICE 


NEW  PRODUCT 
The  DOWNLOADER 

For  The  ATARI  635  Modem" 

Al  last,  a  program  that  will  allow  you  to 
downioad  Binary  and  Basic  files  with  the 
new  835  Modem,  no  inlerface  needed 
You  can  save  these  files  to  disk,  printer  or 
cassette.  But  Best  Of  All  you  will  be  able 
to  download  games  from  bulletin  boards 
with  our  software  and  the  835  fwlodem 


$34 


95 


2.50  Shipping 


WRITE-RIGHT 

This  device  will  allow  you  to  write  to 
side  2  of  any  disk.  Install  this  box  to 
your  ATARI"  810'"  Disk  Drive  in  5 
minutes  Just  plug  in  one  cable  -  no 
cutting  or  soldering  required  Push  a 
button  and  a  LED  will  light,  allowing 
you  to  write  lo  a  disk  without  notching 
out  a  hole  m  the  disk  Easy  plug-in 
installation.  Instructions  included 
Fully  tested  and  assembled.  ONLY 

[95        1050 
DRIVE 

2.50  Shipping 


810 
DRIVE 


$24! 


THE  BOOK 
WITH  SOFTWARE 

Software  protection  and  code  cracking 
techniques.  MASTER  CODE 
CRACKER  REVEALS  ALL 
In  this  book  you  will  find  out  how  the 
software  IS  protected  and  ways  to 
protect  your  software.  Copy  guarding 
will  be  covered  m  detail  on  disks, 
cartridges  and  tapes  and  hardware 
tricks.  You  will  also  receive  a  disk  with 
many  programs  and  examples. 
BOOK  WITH  SOFTWARE  ONLY 


$24 


95 


^  2.50  Shipping 


ATAHI-  a  810  ARE  TRADEMARKS  OF  ATARI 


The  HACKER'S 
TREASURE  CHEST 

On  Disk 

18  Utility  Programs  on  disk.  These 
programs  are  designed  to  aid  you  in 
copying  sollware  for  your  t^ackup 
collection.  You  will  be  able  lo  copy  disks, 
cartridges  and  cassettes.  Any  one 
program  is  worth  the  price  ol  all  18,  It  has 
taken  us  over  one  year  to  put  together  this 
fine  collection  on  the  Hacker's  Treasure 
ChesI  disk.  Some  of  the  programs  you 
will  receive  are:  Cartridge  Copy,  Bootape 
Maker,  Tape  to  Disk,  SectorCopy,  The 
Unprotector,  Sector  Disassembler,  Bad 
Sector  Finder,  Modem  Program  .  ,  .  plus 
more.  All  of  these  programs  plus  10  more 
on  this  disk.  You  will  also  receive  a  menu 
that  will  run  basic  and  binary  files  just  by 
typing  the  number  of  the  program.  Any 
file  on  any  disk  will  load  automatically 
from  this  menu.  ALL  FOR  ONLY 


$2495 


'  2,50  Shipping 


The TRANSFER  PACK 

FOR  BACKING  UP  AND  TRANS- 
FERRING YOUR  SOFTWARE 

1)  Disk  file  lo  tape 

2)  Boot  tape  to  disk  file 

3)  Tape  to  tape  (niulli  &  single  stage) 

VERY  POWERFUL  and  low  priced 
Programs  are  m  machine  language 
and  user  friendly,  ALL  3  FOR  ONLY 

$0495 

fc«Tr    .  2  50  Shipping 


PHONE  ORDERS 

(516)  467-1866 

PRODUCT  INFO 

(516)  588-6019 


GARDNER  COMPUTING  COMPANY 

P.O.  BOX  388,  HOLBROOK,  N.Y.  11741 
We  are  working  on  New  Products  and  Software  -  CALL 


We  accept  C  O.D  orders, 
money  orders  and  sriip  wilhtn 
24  Hours  (most  products) 
(Personal  checks  will  tiave 
to  clear  before  shipping.) 


ANTIC,  The  Atari  Resource 


V  IMPERSONATOR 

!  CrealG  normally  running  back-up  copies  ol  your  cartridges.  Yes.  for  only  I 
S29  95  you  can  liave  working  copies  of  all  your  4K,  8K,  or  16K  game  I 
cartridges  for  Atari-  computers  Special  sollware  you  receive  will  allow  I 
you  to  save  the  data  from  a  cartridge  lo  an  ordinary  disk  file  This  disk  I 
file  will  run  jusl  like  the  original  carlridge  when  used  with  The  Impersonator  I 
Now  you  can  put  all  your  real  cartridges  away  for  safe  keeping  and  use  I 
The  Impersonator  for  everything.  Each  disk  can  hold  5  or  more  carlndges.  I 
NOTE:  This  product  is  intended  for  use  as  a  back-up  tool  for  your  own 
cartridges.  Alpha  Systems  does  no!  condone  -.^1  w  -no  nc 
copying  borrowed  or  rented  cartridges,  UNLT    4>£9.9u  \ 


Top  SellinB  Book 
lovei  100  P»'=^'    .„, 
■  RTRRl  SOFTWARE 
PR0TEC1I0H 
TECHNIQUES  • 


S24.95       _ 


i 


BONUS;  braer  any  3  programs  &  gel  FREE.  Deluxe  Space  Games  (3  games  on  a  disc) 


SEMISOFT  PRESENTS 
THE  RECORDING  STUDIO 

So  you  always  wanted  to  be  a  member  of  a  Rock  band  with 
unlimited  access  to  a  recording  studio.,, Well  now  release  your 
creative  impulse  and  we  will  provide  the  tools.  Transform  your 
Atari*  into  a  RECORDING  STUDIO, 

At  your  command  is  a  four  track  recording  deck.  With  it,  do  lay- 
ering, echos  and  sound  on  sound.  Your  keyboard  simulates  six 
different  instruments  each  with  two  octave  ranges.  To  top  it  all  there 
is  a  musical  editor  which  is  a  snap  to  use. 

The  RECORDING  STUDIO  is  simple  to  use.  Select  a  track, 
choose  an  instrument  then  start  to  play  Your  Atari  acts  as  your 
recording  engineer, 

MENU  DRIVEN  FUNCTIONS  AND  MODES 

•  Record  •  Play  •  Forward 

•  Track  Select  •  Erase  •  Rewind 

•  Instrument  Select  •  Time  •  Disk 

EXTENDED  FUNCTIONS  AND  FEATURES 

•  Track  to  track  transfer  •  Shift  Notes  within  a  track 

•  Echo  to  any  track  •  Color  selector 

•  Forward  tape  one  unit  •  Back  tape  one  unit 

•  Insert  a  rest  •  Space  bar  standard  notation 

•  One  key  play  •  Octave  switch 

•  Directory  •  FIN  a  track 

SYSTEM  REQUIREMENTS:  Any  Atari  home  computer  with  at 
least  48K  of  memory,  one  joystick,  at  least  one  disk  drive,  and  the 
heart  of  a  child. 

We  welcome  MASTERCARD-VISA-MONEY  ORDERS- 
CERTIFIED  CHECKS  Card  users  please  supply  name  on  card, 
expiration  date  and  card  number, 
N,Y,  State  residents  please  add  8,25%  sales  tax. 
Price  $34,95  +  $3,00  postage 

SEND  TO: 
SEMISOFT,  SUITE  417 

51  EAST  42  STREET 
NEW  YORK,  NY  10017 


TELEPHONE  ORDERS  ACCEPTED 
CALL  212-246-3165 


DEALERS  AND  DISTRIBUTOR  INQUIRIES  WELCOMED, 

'Atari  is  a  registered  trademark  of  Atari  Computers  Inc. 


prnuiding  the  the  greatest  conpatibi Li ty 
with  aVV    atari^t  software  and  featuring: 

•  nn  disk  ar  transLatar  tn  Load 

•  full  CDMpatafaiLitij  with  Text  Hizard, 
Letter  Perf.,  gaMBs  and  Many  prnsrans 
that  a  translator  just  can't  handle 

•  proper  RESET  operation 

•  easy  user  acEess  to  extra  HflM  for  word 
procBssins,  p.m.  ,etE.  jetc. 

•  power  up  push  button  EOMMands  for  all 
nnn,  extra  HUM,  BASICS  £one  touEhl 

•  warMstart  with  coldstart  option  and 
More! 

•  easy  no-solder  LOiMin  installation 

price :   eeeXL  US79.95   12eeXL  uh89.95 
Terns:   check,  m.d.,  cashiers  chk 

lia  Charge  cards — end  add  S5 
foreign  add  Sa-Mn  end  nufside  US 

Calif,  res.  add  6/6.5$:      

subject:  to  price  change  and  avamlafaslKxy 

FOB   2265   FEI>nr<DC   fiE4CI1   C4  C213  J  3764165 


EPSON',  NEC*,  PROWRITER»,  GEMINI',  OKIDATA  92*  ^ 

OKIDATA  82A/OKIGRAPH,  M-T  SPIRIT,  DMP-80,  PANASONIC  KXP-1070 


NEW. 

ATARr 


The  only  self-booting  grafix  handler  for  dumps  in  horizontal  format 

—  all  mach,  lang,  —  Lister  incl.  —  all  modes  —  mixed  modes  — 
change  aspect  ratios,  etc.  while  running  other  programs  —  assem  ed 

—  basic  or  no  cartridge  —  demos,  utilities,  fonts,  included  —  dump, 
create    forms,    stationery,    calendars,     requires    interface,    *29.95 

B  diskwiz-ll  B 

Now   for  single/double  density.    Repair,   explore,   alter,   duplicate, 

map,  speedcheck,  bad  sector  (810),  block  move,  trace,  special  print 

capabilities,   disassembler,   new  speed,   new  ease,   new  functions, 

special  printing  functions,  excellent  repair  tool  w/instr,  —  even  better 

than  before!  The  best  repair/editor/duplicator  at  any  price  —  still  at 

the  lowest  price,  lUpdaic',  .ivjii.  for  ,i  snwll  feci  '29.95 

Ut  Class  Postage  Paid 

California  Residents  add  6%,  Foreign  Orders  add  $2.50 

C.O.D.  add  $3.00  —  No  credit  cards 

Prices  subject  to  change 

(213)  376-4105 


IV1, 


Hen 
acroware 

Indicates  Trademark  of  non-related  company 


P,0,  Box  2205 
Redondo  Beach,  CA  90278 


November  1984 
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CREATE 

YOUR  OWN  CURSOR 

by  JERRY  WHITE 


'  ou  know  about  Pinball  Lon- 
'struction  Set,  for  making 
'your  own  video  pinball 
'games,  and  Music  Construction 
Set,  for  composing  complete  musical 
pieces  with  minimum  hassle.  Wel- 
come to  Cursor  Construction  Set!  If 
you're  tired  of  looking  at  a  square 
white  unblinking  cursor,  this  program 
is  for  you. 

Type  in  Listing  1.  Check  it  with 
TYPO  and  SAVE  a  copy 

When  you  RUN  the  BASIC  pro- 
gram, you're  first  asked  for  the  cur- 
sor flash  rate,  from  1  to  64.  The  higher 
the  number,  the  faster  the  rate.  For 
starters,  try  l6. 

You're  then  prompted  to  enter  a 
cursor  color  number  from  0  to  255- 
(Your  Atari  BASIC  manual  has  a  chart 
of  the  color  numbers.)  For  a  bright 
yellow  cursor,  try  28.  Be  careful  not 
to  use  the  background  color,  or  the 
cui-sor  won't  be  visible. 

When  you've  entered  these  two 
values,  the  cursor  appears  and  the 
program  ends.  You  may  then  LIST  and 
tinker  with  the  program,  or  issue  a 
NEW  command  and  use  your  custom 
cursor  on  another  program.  You  can 
even  keep  your  custom  cursor  when 
you  change  graphics  modes.  To  return 
to  the  standard  Atari  cursor,  POKE 
752,0,  and  to  use  our  custom  cursor, 
POKE  752,1.  The  only  drawback  is 


At  last .  .  .  you  cmi  create  a  cursor 
in  any  color,  shape,  and  blink  rate 
you  choose.  This  short  BASIC  pro- 
gram works  on  all  Atari  computers. 
Antic  Disk  subscribers,  RUN  "D: 
PMCURSOR.BAS". 

that  you  can't  use  other  Player/Missile 
Graphics  while  using  the  custom  cur- 
sor To  completely  disable  the  custom 
cursor  routine,  press  [RESET]. 

HOW  IT  WORKS 

This  program  uses  Atari's  Player/ 
Missile  Graphics  capability  to  set  up 
a  "player"  as  the  cursor 

Line  630  contains  the  data  that  sets 
the  cursor's  shape.  As  written,  the  cur- 
sor is  a  thin  underline.  You  modify  the 
shape  by  changing  the  data  in  this  line. 
Listing  2  contains  the  assembly  lan- 
guage source  code  for  the  machine 
language  "vertical  blank"  routine 
used  in  Listing  1.  You  need  not  enter 
Listing  2. 

Although  the  machine  language 
routine  contained  in  Listing  1  is  re- 
locatable to  other  memory  addresses, 
it's  usually  best  not  to  store  it  as  part 
of  a  string.  When  you  use  the  imme- 


diate mode,  BASIC  may  move  the 
location  of  a  string  in  RAM.  But  the 
vertical  blank  routine  must  remain  at 
a  fixed  address.  So  if  you  need  to  use 
immediate  mode,  keep  the  routine  in 
a  fixed  location.  This  BASIC  demo 
finds  a  safe  location  by  subtracting  33 
pages  from  RAMTOP  (the  top  of  avail- 
able memory)  to  insure  that  the  181- 
byte  routine  is  stored  well  below  the 
display  list  and  the  screen  memor)'  for 
any  graphics  mode.  If  you  use  only 
Graphics  0,  you  could  change  the  33 
in  line  350  to  6,  leaving  more  room 
for  your  BASIC  program. 

The  program  uses  Player/Missile 
Graphics  in  single-line  resolution  to 
create  the  cursor.  The  cursor  is  Player 
Two,  and  its  data  is  stored  in  Page  Six, 
to  avoid  reserving  an  additional 
chunk  of  RAM  for  Player/Missile 
memory. 

Antic  Contributing  Editor  Jerry 
White  is  co-author  of  "Windows" 
which  appears  elseivhere  in  this  issue. 
We  rushed  this  piece  into  print  to 
answer  llyear-old  Brian  Woodruffs 
August  I/O  letter  which  generated  a 
great  deal  of  reader  response.  Q 
listins  continued  on  page  68 
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HELLCAT  ACE  Is  avallolilo  for 
Commodofe- 64,  ATARI, 
Apple  (S34  95),  and 
IBM  PC/PC  Jr.  (S34.95) 


$34.95 

Challenging  and  Exciting 

Air  Combat  (rom  the 
Modem  Electronic  Cockpit! 


$29.95 

Excitinp 
3-Dimensionai 
Aerial  Combat 
Over  the  Pacific 
in  World  War  II 


•  A  -  - 

F-1 5  STRIKE  EAGLE  is 
available  (oc  Commodore- 64, 
ATARL  and  Apple. 


mn 


\ 


SOLO  FUGHTIs  available  lur 
Commodote-64,  ATARI, 
Apple,  ondlBM  PC/PC  Jr 


AIRRESCUEIisovailablefor 
Commodore-64  and  ATARI 


$34.95 

As  Close  to 

the  Real  Thrill 

of  Flying  OS 

You  Can  Handlei 


THE 
ACTION 
IS  SIAAULATED 


^ 


Heart  Pounding 

Acceioroled 

Real-Time  Dotanse 

ot  Europe  Against 

Soviet  InvdsionI 


Thrilling 
Head-to-Head 
Sabre  Jet  Aerial 
Dog  Fighting! 


$29.95 

Exciting 
3-Dlmensional 
Aerial  Combat 
Over  Europe  in  . 
World  War  II' 


MIG  ALLEY  ACE  is  availQbiej 

iminodO[e-64and 
AlWW. 


MicroProse  Software's  exciting  and  challenging 
simulations  make  you  the  HERON  MicroProse 
puts  you  there  —  from  defending  Pearl  Harbor 
to  patrolling  the  skies  over  the  Straits  of  Hormuzl! 
We  give  you  real  life  situations  where  you  have 
to  depend  on  your  brains,  your  coordination. 


SPITFIRE  ACE  isavailable 
for  Commodore-64, 
ATARI,  Apple  (S34.95), 
and  IBM  PC/PC  Jr 
(#34:95) 


and  your  good  guy's  luck  to  survive  and  win!  I 
Our  products  are  not  games,  but  real  simulations 
that  will  provide  you  with  pleasure  and  excite- 
ment for  a  long,  long  time.  You'll  never  run  out 
of  learning  new  things  aboutyour  own  skills  and 
your  ability  to  rise  to  the  challenge  and  win!! 


1 061 6  Beaver  Dam  Road,  Hunt  Valley  MD  21 030,  (301 )  667-1 1 51 


MicroProse  Software 

The  Action  is  Simulated  —  the  Excitement  is  REAL!! 

Commodore-64,  ATARI,  APPLE,  and  IBM  are  registered  trademarks  of  Commodore  Business  Machines  Inc.,  ATARI  Inc.,  APPLE  Computer  Inc.,  and  International  Business  Macnines  Inc.,  respectively. 


Our  simulations  are  available  at  your  local  retailer.  l\/licroProse  is  sold  nationally  th'ougti  rJistributors 
Call  for  furtrier  information  or  write  for  MC/VISA,  IVIoney  Order,  or  COD  orders.  Add  $2.50  lor  postage 
and  handling  (Infl,  add  $4.00  USD)    MD  residents  add  5%  sales  tax. 


Works  with  Atari 
400,  800,  600XL, 
and  800XL 

Replaces  Atari  850 
Interface  IN/lodule 

Compatible  with 
all  software 


5-foot  cable  wRh 
Centronics  plug 
(compatible  with 
Epson,  NEC, 
Prowriter,  etc. ) 


(fifl]QC(S@©B'ffg 


Con 

bus  on  computer 

2  year  warranty 


225  Third  Avenu 
Albany,  OR  97321 
(503)  967-9075 


Atari  isarejistefed  trademark  of  Atari  Corp.  MIcrOblts  is  notafflilaled  with  Atari.  Copyripiit  iSS't  by  l\<lcrobits  Peripheral  Products. 


